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1 you plan to participate inthis adven- 
ture as a player, please stop reading here 
Knowing the details nf the adventure wall 
make i es fut play for all concerned, 

This adventure i designed fora party of four 
to six player characters (PCs) ofthe Ist to th 
levels of experience. A balance of character 
classes is needed since the PCs will face a 
wide variety af problems, each of which may 
bbe most easly and effectively solved by a 
character ofa different class 

Yo, the Dungeon Master (DM), should read 
this entire adventure before playing. There are 
several plot elements that donot become fully 
developed until lace in the adventure, but the 
groundwork mast be laid for them much 
fatliet If you are not already aware of these 
before play begins. you won't be able to plant 
clues or build drama as clfectively, and the 
‘adventure willbe less fun o play 
Study the maps while reading the area keys in 
this booklet, Most of these keys contain boxed 
information that should be read aloud to the 
players when their characters enter the area 
Unboxed information is provided only as a 
guide for the DMG it is ot read tothe players 
While every effort has been made to provide 
all information needed for play, you may want 
fo add extra details to the boxed descriptions, 
purely to enhance the atmosphere 


The following abbreviations are used 


throughout this adventre: 








AC Armour Class MY = Movement Rate 
HD =HitDiceor ip = curent 
Level ‘it points 
umber of = Damage 
Attacks 
AL =Alignment $= Size of Monster 
Fighter T= Thief 
Magic User C= Clene 
Monk gp = gold pieces 





silver pieces ep = slectrum pieces 
copper picces pp = Platinum pieces 





layer characters (NPCs) are introdaced 
throughout the fext where they are most likely 
to be encountered. When introduced, their 
Slotistics are shown in an abbreviated form 
‘with all combat and movement adjustments 
already figured in, 


The Situation 


The principal source of the evil besetting 
Dunador is Lord Eden, brother to the deceased 
King Halfed and uncle to young Prince 
Edmund. All his life, Edrin has lived in the 
shadow of his older brother, suring Feelings of 
envy and spite toward the relation whose Very 
existence burred him ffom access to the power 
he craved. A decade ago, with Halired and most 
tt his key advisors away at war, Edrin tried to 
seize the throne. The coup failed and the 
quaking younger sibling was forced to throw 
Himself at Halired's feet upon the sovereiga's 
retum. Despite his compassionate heart, the king 
was obliged to punish his scheming brother. 
Stripped of most of his titles snd land, Erin was 
ent south, thereto reside in 8 modest castle ax 
the minor lord of a small and poor principality 
“Motivated both by his vaulting ambition and by 
a now bittemess at his brothers treatment of 
him, Edrin almost immediately rencwed his 
plotting and slowly rebuilt his power base. A 
Comerstone of his strategy was to forge-a secret 
alliance with Aimar, Duke of Andevar, a smal 
but important province on the northera border of 
Dunador, 

Unwilling at first to throw is loti with Edin, 
‘Aimar’s heart has changed in recent years de 19 
Halted’ “injustice” toward him. Having tice 
lost parcels of land a a result of the king's 
rulings and having all too often seen his overly 
harsh judgments in civil matters overtured by 
the king's justice. Aimar has become 
inereasingly estranged from his lord. The latest 
alfont to Aimar's pride was an estate transfer 
just last spring favoring the king's old friend. 
William Menot, patriarch of Fenteamere, It was 
the loss ofthis ich tract of cropland that finally 
drove Aimar into Edrin’s arms. Together, Lord 
Edrin and Duke Aimar have plotted for months, 
svaiting thei chance, 








A Death in Dunador 


The plotters chance finally came just afew days 
age. While hunting ina rugged comer of the 
royal game preserve, Halired was struck in the 
neck by an errant arrow and killed instantly 
Some of those present wondered aloud whether, 
fn fact the sbot was an accident, bu there were 
witnesses. in sufficient number to label it 
‘misadventure 

While the witnesses quibbled, the cleries abored 
Bat all for naught. Attempts to mise the king 
from the dead mysteriously failed. Only Lord 
Edrin and his assassin knew that the deadly 
projectile that felled Halfed was an unusual 
Brow of slaying whose effects would defy all 
remedy 


DM Background 





With the untimely death of King Halfred, the 

Dunador's political situation has rapidly 
deteriorated. The Royal Council, under the 
ddrection of Hollend, announced 10 the people 
that Prince Edmund will be king. Lord Edin, 
hhowever, has challenged the proclamation, 
putting forth his own elaim to the throne. There 
fre those at the court and elsewhere who support 
hhim. Only reverence for the old king’ and 
Widespread esteem for Hollend have, for the 
‘omen, checked! Edri's plans. 

After lengthy and tough negotiations, it as boen 
greed that Edmund will be king, but that Edrin 
will become regent during the period until 
Edmund can be located and plans for his 
‘coronation at Fontenmere Abbey canbe finalized 
In exchange for holding the thre for the young 
prince, Edrin has forced Hollend and the royal 
Council to accept him as next in line for the 
crown, In thie dark and foreboding atmosphere, 
the great and near great of Dunador breathlessly 
‘await Edman! retum to Danthrane, 

All, that is, except Edrin. As regent, he has 
moved quickly. King Halired's guards have been 
removed from Dunthrane. In their place Edrn has 
installed his own knights and has officially taken 
‘command of the military. Hollend and the Royal 
CCouneit have no men-al-anms at their disposal at 
this rime 

Naturally, Hollend fears for Prince Edmund's 
safety. Wandering about in the wilds of northern 
Andevar, the young prince is a perfect target for 
assassination. Officially. Aimar (Duke of 
‘Andevar) has stayed neutral on the issue of 
succession, but Hollend suspects the worst. IF 
nly loyal warriors could be placed at Edmund's 
Sisposal! But the old cadre of loyal palace guards 
hat been scattered to the winds under the 
command of officers loyal to Edin, Without 
trustworthy malitary retainers at hie disposal, the 
old king's advisor has been forced to consider & 
Sesperate plan 
Working tn utmost serccy, the aged Hollend has 
recruited a party of rugged adventurers to locate 
Edmund and bring him safely home. Bold and 
dangerous men have been brought in haste to 
southern Andeyar, there to meet with Hollend to 
plan the most dangerous move in a dangerous 
game, Should this plot be revealed, none ean 
expect to escape with their heads since the 
employment of a private mercenary force to 
locate and bring in Edmund ean only be viewed 
as treasonous when the Royal Guard is already 
‘mounting ite own official search. How easy it 
Would be to lay at the fet of the plotters a 
pruspose lest wholesome than ensuring the safety 
ff the young prince, How readily would Edrin 
leap at such revelation in order to extend the 
duration of his regency on the pretext that the 
very foundations of the state were threatened by 
treason so close tothe throne 














DM Background 


A Pilgrimage to Andevar 

A. few weeks before King Halted’ death 
Prins Edun esha ce log ppg 
fo the bly abnne of Neerom in he Veron 
Dumador have made ths bly tek on fot Suh 
1 show of poy, emiiyy sd devote bas 
thay been thought most cemly ina man who 
trou be King. Further, acsonding to the sg 
ston atnce mb wink al eg 
That, dieeed ie ge llgin' soley aod 
scoomponi by ony a afl of Bighaly anne 
fines, young, Edd vet ont tw his 
pilgrimage ot Just tint moment when his 
Free wen be mai soely ied By 
Ey be har been gow slovoed 
smscopbion semenber 
1 the high mountain i is dou dha the 
Young lcs oven kn of i ft fo 
apropos nook Armd coly with atcha 
2 yout pe and a begga’ bow the pines 
jel Hollen conidred judgment, extemey 
Thinerble 

Tiled has by no means underestimated his 
cppenrateung er rath ber Eves 
tte Kegs alee hn rowed ret i 
Acre’ ca bate tear the pce bu the 
Vcunian Masta Lord Earn a shoe 
Aimar to il Edmund, butte ke sno foc 
Hedging his bes Aimar has aken Edman to 
fecrel stonghold jos! beyond the northern 
Hire at Griffon Caste onthe banks of he 
Laine Rives, young Edu bd exp by 
toierof thule, As lng the power raga 
oeiocy tis tein he wind IF Ere ed 
to tke the Kioglom iv comple saooet 
Aimar will surely ill Edman. It Edin fils 
then the duke cam release the prince and claims 
tobe his savior Nor has Aimar mld out the 
possibly of simpy sling the young prance to 
the hight bidder: Forth moments Amar has 
reported o Edn tat he cont Gnd Edmund 
Wenswle, e ell pet he tke is 
into His ov ian Unling tory too 
Iewilyou his pew reese archon, he 
Areva ooo for the rinse an a he sae 
times loot Fantenmere Abbey. Disgused. as 
trigind: Ed's men have sacked Fontenmere 
Bp ths time and made eff with he royal seal 
td sorter of Dunno, Wit thse preioen 
‘oral oo comaaon ven fake pace Flan 
hd iabotical Locd din har let ile to 
shone 

Ulnmtly then, the group of ventures mast 
accomplish two things secure the release of 
Prince’ Edmund and recover the aracts 





BS 
POO 
asi] OF 


Synopsis 

The following is a brief synopsis of these 
techyround eft gives crvonogil 
ae 

The Heir Appr, rnc Edn, nuk 
ans pilginage tthe Shrine af Newon fhe 
ronan Sous of Ander 

King Hated of Danae ssa ins hunting 
aceite the roel eu Donne 

Hollen hend of the. Royal Coun 
cauuscet tha Price”Eatied. ll Be 
Goeard boy tqoe icing fen ir 
paige 

nl Hi, brother tthe king and uncle 
to ihe princes challenges.“ Mollend's 
prolate psfrth ar ovm sla 
the tone 

The Kings einen, Ie by Hollen strike a 
barpa thrly Earn becomes 
Pens crowed at Foneumere Abie. 
Thereafter. don wl be ex inne for he 
Esiin apess to recoguze Eman cla 
the tion 

Working in uimost scercy and ntl 
willou the knowlege of he Royal Counc 
Aimar, Dubs’ of devas ttee, Proce 
Eade an pions hy Griffon Cas 
Tolled seeks ibe aid of a. pany 
adventure to ener Andevat fal Prince 
Edun and ctr hn ny to Danae 
Lor Eats men inthe gue of brigan 
sack Fontennere Abbey: dclog 
‘Slant scpter of Drader 

The pee af creme aves tnd 
by ld mets i cr npojer 
te Thee Feathers fan in te sou of 
Asc 








1 rayal 





The adventure begins 


Names and Places 


Aimar, Duke of Andevar: Secular authority in 
the northem province of Dunader. His men 
have seized Prince Edmund and now hold kim 
at Griton Castle, 

Livery: A gold lion on a blue field. Aimar's 
elite citadel guards and close lieutenants wear a 
fold lion ona gray field instead, 

Andevar: Nerthem province of Dunador and 
general location of this adventure 
Barbarian Bridge: Main crossing ofthe River 
Laine, acated north ofthe Capel Tower 

Capel Tower: Northeen outpost of Andevar, 
currently occupied by Lord Erin's men 
Drake & Castle Inn: Roadside tavern atthe 
fot ofthe Veronian Mountains, 

Dunthrane: The capital of Dunador and the 
site ofthe ryal cour. 

Dunador: The kingdom whose future is now 
at stake 








Edmund, Prince of Dunador: Heir to the 
throne and son of the late King Halired, His 
Aeliverance is the main object of the ques. 
Edrin, Regent of Dunador: Uncle to the 
prince and brother to the late king. Hee ix the 
in villain in this pce 

“Liver Ablack raven om a dark gray fel, 
Fontenmere Abbey: Traditional coronation 
seat of the kings of Dunador. It is located in 
Andevar, tothe west of Montiel, 

Griffon Castle: Secret fortification of the 
Duke of Andevar where Prince Edmand i he 











alfred, King of Dumador: The deaced 
severeipn whan cntinely oth prcipted 
the presenters 

Lie A lpi be com of Dusen 9 
sy jlo fl 

Hlleads Chct advisor tothe lte king and 
ted ofthe Royal Coun, He is sso Pine 
Emend's main supporter He has ive the 
pny fi et 

Kivkrey, Knight of Andevar: A henclmm of 
the Duke of Andevar wo wl svat the pry 
at Barbarian Bie 

Teasan Foret? A lange wood in Andevar 
rumored to be the ite of some great ei Ii 
nowt the loa peasants athe Dirhwoa” 
‘Montille: Tie prnipl fortress of Ansevae 
and home to Duk Aimar 

‘Shrine of Nevront The bly shrine, leafed in 
the Veronan Mousa, witch athe bj of 
Fie Eds quote pagal atone 
sno bestow” wom and stength pon the 
tr heirto te one of Dunsor 

Thrce Feathers Int The trem whet the 
party fst meets Hellen. 

Yeronisn Mountains The high ange marking 

‘Aneta, 

irnech of Pontenme 












William Menote 
Abbey and senor cleric of Dunador. Menote is 
tn ol friend ofthe late king and a supperter of 
Prince Edmund 

Anumber of other, less important NPCx are 
‘mentioned inthe tex! as they 
fre encountered 


Beginning the Adventure 





A a first step in preparing forthe adventure, 
pick one of the PCs to receive Hollend's 
fesiage, Preferably. this should be a fighter, 
Tanger of fighter mili-class of good alignment. 
Someone of neutral alignment is alsa 
scceptable. Look mainly for leadership qualities 
in this adventurer He will be responsible for 
recruiting” the rest ofthe party fora dangerous 

In order to make the circumstances of the 
adventure more plausible, i will be necessary to 
tablish some connection between Hollend and 
this individual that explains why Hollend would 
pice such trust in him. If this adventure is 
being used as an isolated adventure, you can do 
this very easily simply by indicating that the 
chosen individgal once served as a mercenary 
Captain in Dunador and sa is well known to 
Hollen, 

If, om the other hand, you are fitting this 
adventure info an ongoing campaign, a lest 
direct connection may be appropriate. In this 
‘aie, make it the character's father who served 
Dunsdor. and indicate chat thre is some "debt 
‘of honor'that the father once promised to pay 
by either coming to Hollend’s aid at need. or 
sending his kin to pay his debt In this later 
teenano, Hollend taste the character because 
his father youches for hi, The som taker om the 
‘istom at the father's request 
‘When the leader has explained to the players 
hv it that he has heen summoned eo appear 
in Dunador, be informe them that on a certain 
tay they must travel to the Three Feathers Inn 
located in the Dunadorian province of Andevae 
Asie from this information and whatever hints 
the leader may dap as tothe reward that ean be 
expected for serving the head of Dunadors 
Royal Council. the players will know nothing of 
their mission until briefed by Hollend. They wil 
enter Andevar from the southwest (see map 
reference for "Start Here") 

‘Once the party is assembled and enters 
Andevar read the following passage to them, 




















is with some apprehension that you enter 
the kingdom of Dunador By now. rumors 
have traveled far and wide that things are 
not well in this troubled land. The king of 
Dunador has bees killed, felled by an arrow 
in what may have been a hunting acident, 
but might just as easily have been murder. 
Whatever the tue late of King Halied, it 
fs now known far and wide that Duna is 
‘kingdom without aking. As you ross the 
frontier into this realm, it is clear that @ 
great sadness is abroad. Everywhere the 
Peasants have built mourning pyres andthe 
fir is thick with the heavy aroma of holy 
incense, certain signs of a sovercign’s 
death 

















The Three Feathers Inn ie a safe haven for 
anyone in Prince Edmund's service. Rolfe, the 
sper, once served in King Halired’s army 
fand remains entirely loyal to the cause of 
Edmund and Hollend 
When the party arives atthe Three Feathers, 
Rolfe, who his been briefed by Hollend 
recognizes ite leader either from past 
‘acquaintance or trom Hollend’s desripion. If 
the party's leader i the son af one of Hollend’s 
former comrades in arms, Rolfe (wha also 
served with the fer) identifies the son via 
some family resemblance. After identifying 
himself, the inakeeper leads the party to a ace 
oom where Hollen awaits them 











‘At it there ino sign of he lang chiet 
advisor, Just an old itinerate tinker sn the 
hooded, travel-stained cloak of his 
profession. But when the Figure stnds and 
throws back his bood, there ix no mistaking 
him for any such thing. Tall, gaunt, and 
hatchet faced, Hollend swears authority like 
a suit of armor. Though quit aged now, the 
stec-gray beard still merges with a heathy 
head of curly hair and the sun-darkened skin 
exhibits glow of health, String across the 
room, he grasps each if your hands and 
welcomes you individually to Dunador, As 
he erecte you, his iy blue eyes examine you 
as if appraising your wort, 














Inviting the party to break their fast, Hollend 
slrets them toa table laid with a simple meal 
ff ale, bread, and cheese, While they eat, he 
‘contents himself with asking them about their 
trip and defly prying from hem details about 
their backgrounds, Once he is satistied that the 
pany meets his requirements for skill 
Foldness, and trustworthiness, Hollend speaks 
more seriously 





Welcome, my friends, «9 this troubled 
land. Your arival is timely indeed and 
thank you for your haste. By now, you 
have doubuess heard of the death af cur 
king, Halfred of Dunthrane. For over 20 
years [served him as chief advisor on the 
Royal Couneil. Through war and peace and 
feast and famine I stood by thie noble king 
until his deat nota fortnight ago, 

The slory, ax aay, is well-known, He 
‘was hunting near the royal castle at Dun- 
thrane when a deadly arrow pisreed his 
neck. Those in his party called it an 
accident and, by my" troth, | can" say 
stherwise. But Lhave my suspicions, as do 
thers. How does a yellow-clad man on 
‘white horse look anything ike a dee! How 
does any normal hunting arrow resist all 
attempts at curing its effects! We wonder 














‘auch for ile gain. Halived ts dead and 
‘We ae plunged into sorrow. 

"But there ie one inthis realm who shed 
‘0 tears a the fll of Halfred, Lord Ein, 
the king’ brother, has coveted the crown 
‘of Dunador for years. decade gone by he 
rade to seize it when my liege was gone 
fo war, but he was stopped then while 
alfred yet lived. This time, there may be 
10 such grace for Dunador. With the king 
gone and our frst tere of grief not yet dey 
tpon our checks, he strade into the Royal 
‘Court with his black-lad knights to claim 
the throne. Only’ the smow of the people 
and the meager opposition of the Royal 
‘Council has thus faF prevented him from 
taking the realm for his own Already he 
has made himself regent of Dunadoe. 

id thus we come co the purpose of our 
being here, There is ome man litle more 
than a boy, really who can seve us 
Prince Edmund, Haltted's son and heir 
should rightly wear the erown. And s0 he 
shall i he can but be spared the fate which 
[suspect his uncle of plotting fr him, 

"For, you sce, Edmund is lost now ta the 
eyes of man, Jost hefore his father's death, 
hh set off on a pilgrimage to the Shrine of 
NNevrom in the Veronian Mountains of our 
norther province of Andevar. For gener- 
tons, the hers apparent of Dunador have 
‘made this pilgrimage to the waters of 
NNevron. The sages say that drinking from 
the sacred waters give a prince the wisdom 
fand strength to nile thie realm when the 
‘ime comes. { know not ofthis, but such 
devotion does much to win the hearts of 
the people. 

“We pray that Prince Edmund will return 
soon from this pilgrimage, but we have 
reason to believe that fe is not sale in 
‘Andevar, Aimar, the dake ofthis province. 
isa selisccking man who might tum 3 
blind eye to the prince's welfare i it served 
his purpose. Worse stil this Aimar may be 
in alliance with Lord Eudrin. This i= my 
‘Worst fear, for if that be so then my prince 
‘i in mortal danger in Andever. Edin has 
swam to protect the Prince but to believe 
his word isto be less than fool. Assassins 
‘may already be abroad in Andevar, with o¢ 
‘without Duke Aimars blessing. 

"Currently we do not know where 
Edmund is. Suc isthe nature of is pile 
srimage, On foot with only a fey men in 
Pilgrim's garb. Edmund travels inconspic- 
tously: By now he may have reached the 
Shrine of Nevron. We don't even if the 
Prince has heard of his fathers death, In 
fn}; event, he must be found and brought 
safely back to Duntheane Castle. If Prince 
Edmund dies, the realm will be crushed 



































Adventuring in Andevar 








‘beneath the heel ofthis dark Lard Earn, 
‘On behalf of the Rayal Council, and in 
am asking you t0 
enter Andevar and find Prince Edmund 
before iis too ate. Anything yon can learn 
‘of the Duke of Andevar's motives will alsa 
be of value tous, and we will pay well for 
such knowledge. But, its the safety of the 
Pnce that is of greatest concern. 

suggest you hegin your search at 
Montinelle, the capital of Andevar and the 
home of Duke Aimar. Keep your eyes 
‘open and discover what you ean of Aimae’s 
UUspostion and the wiaereabouts of Prince 
Edmund. If this should prove profitless the 
road through Montinele will carry you 
tiretly to Neveon. where you ma}; find the 
haunting better. 

"Bul, whatever you do, remember this. At 
fo time should you reveal the nature of 
your quest If you are taken and your 
mission discovered, you will cenainly die 
‘most horibly. and the Rayal Council's 
position wil 
become extremely difficult, 


the wimost secrecy, 1 


You will be 
wie to pass yourselves off as soldier of 
fortune or. pethaps, ax emissaries of a 
foreign country. Conceal your identities as 
you will. 

Also, mark well one other thing, In this 
‘whole region of Andevar, you can only 
‘oust two men: the patriarch of Fonteamere 
Abbey, William Menote, and Rolfe, the 
innkeeper here at the Three Feathers. If 
pressed, ou may sek refuge thee or hee 
Hf you succeed in this quest to find and 
save the prince, you will have the undying 
frie of this kingdom and the cenain 
knowledge that you have saved i. More co 
the point, you will also be rewarded 
handsomely for your efforts. beg you to 
fsccept this mission and T pray that you 
succeed init 

















Aer tis speech, Hollend gives the parry 200 
agp with which ean buy provisions for the trip. 
He is alsa prepared to offer them fresh horscx 
should they request them. Finally, he gives the 
parry’s leader small portraits of Prince 
Edmund snd Wiliam Mfenote, patriarch of 
Fontenmere, and a rough map of Andevar 
showing some (but aot all) of the province's 
key features. This map (Map 1) does not shox 
Eli's cottage, Griffon Castle. othe secret path 
through Noren's Wood: 








In view ofthe long distanet ta be covered i it 
assumed thatthe PCs wil use horses to journey 
hrough Andevar. Most of the time the horses 
will be walking with a movement base of 12 
(12 heres per day in clear areas: 5 heres per 
day in the Lusian Fores, Noren's Wood, the 
Veronian Mountains, and the Moorland) 
Galloping will at least double this movement 
base to 24" for short periods. Galloping over 
Tong distances, however, exhausts mount 

and you should Keep track of such conditions 
After a 20-mile gallop a horse will be almost 
‘ready to drop dead! 

Tn the event thatthe party finds itself afoot, it 
will travel at the rate of four hexes per day in 
most of Andevar. Travel afoot through the 
Lasian Forest, Noren's Wood, oF the Veronian 
Mountains iat the rte of two hexes per day 








Road Encounters Tabl 

Roll 146 

120 Brigands (AC 6, MV 24% bp 5 cach; 
Fi; #AT I; D 1-4; AL E) with one leader 

(AC 6: MV 24° hp 20; F3; #AT 1; D LS 

AL E), Each brigand is mounted on a light 

bho (AC 7; HD 2; bp 12 each; MV 28 

#A0 0; § L; ALN), Each brigand cates 

1-20 sp, 1-10 gp, and a sword, The leader 

caries 50 gp and a sword 

15 Bandits (AC: MV 24 bp Seach; D 1- 

6, AL E) Each bandit is mounted on a 

light horse (AC 7; MV 24°; HD 2; bp 12 

‘ach; #AT O; § L; AL N), Each bandit is 

farmed with a lance and short sword, and 

teach caries 1-20 sp and 1-10 gp. 

10 Berserers (AC T; MV 12°: hp 6 each; 

Fl; #AT 2; D 1-8; AL N). Bach berserker 

caries 1-20 sp, a sword, and an axe. 

4 ‘Amerchant caravan that has been secked 
by its guards. Only six survivors can be 
found: four men and two women. They 
have ao possessions other than the clothes 
fon their backs but, if escorted to 
Montinelle, they "generously rewand 
snyone who assisted them. 

10 Goblins (AC & MV 6° 
1; #AT 1: D 1-6; AL EB), 
caries club and 1-20 sp, 

6 3 Jackalweres(AC 4; MV 12": bp 20 easy 
HD 4; #AT 1; D2-#: ALE). The member: 
tof this hunting pack at first appear 
disguised as pilgrims and claim 10 be 
tither on their way tothe Shrine of Nevroa, 
(ifthe party is headed in that direction) of 
fn their wy home from the shrine (ifthe 
party is headed away from Nevron). The 
Jackalweres ery to join the party "for 
protection." If permitted to do so, they 
twork into postion for a surprise attack at 
‘lose quarters. If denied this opportunity 
they atfack immediatly 








bp 6 each; HD 
"Each goblin 





The Road Encounters Table indicates the 
wandering monsters that are found on the 
‘open roads of Andevar. For every 40 miles of 
open road traveled, check once for an 
fencounter which occurs om a rll of 1 on 16 

Use the Rosd Encounters Table when the party 
is traveling along any roads except the path 
through Lusian Forest oF the track leading 19 
the Shrine af Nevron, 

IF the party insists on plunging into the 
surrounding wilderess then refer tothe Of 
Road Encounter Table t0 determine what 

they have. The Off-Road 
Encounters Table is used only for eros 
country trayel in areas other than the Lusian 

Forest, Cros-country movement is imposible 
in the rugged Veronian Mountains. For every 
20 miles of wilderness traveled. check once 
fr an encounter which will ccur on a rol af 
Yor? on tds. 


Off-Road Encounters 
Roll 1a 


125 Brigands (AC 6, MV 24": bp 6 each 
Fi, #AT 1; D 1-8: AL E) with one leader 
(AC 6; MY 24° bp 22; P3: HTT D 1-4 
AL E), Each brigand is mounted on 3 
light horse (AC 7; MV 24": HD 2; bp 12 
cach; #AT 0; SL: AL N). Each bandit is 
farmed with # sword and camict 3-30 gp 
The leader carries 6 gp. 

2 WGnolls (AC 5; MV": hp 10 each: HD 
3; #AT 1; D 2-4; AL E) with one leader 
(AC 5; MV 9°; bp 16: HD 3; #AT 1; D 2- 
8: AL E), Each gnoll is armed with & 
sword and carries 2-12 ep. In addition, 
five ofthe gnolls carry great bvws and the 
rest cary polearms. The leader is armed 
‘vith a sword and caries 8 gp. The gnolls 
fre accompanied by six hyenas (AC 7: 














MV 12": Bp 10 each; HD 3: #AT I; D 2. 
S:ALN) 

3.15 Wild Dogs (AC: MV 15% ly. HD 1 
1;#AT I:D 1-4: ALN}, 

420 Hobgoblins (AC 5; MV 9"; bp 7 each 


HD 11; #AT I; D 1-8; ALB) of the 
Ripper tribe. Each hobgoblin carries 
sword and 2-8 gp, 
2 Perytons (AC 7: MY 24°: bp 22. 20 
HD 4;#AT 1(+ 2 thi), D4-16,AL E) 
These winged carnivores are extremely 
hungry, having hunted for some time 
without success. They can be farmed 
‘nly by magical weapons 
6 9 Wolves (AC 7, HD 242; hp 14 each: 
#AT 1; D2-5; 8 S:ALN). 











Montinelle 





Montinelle is the stronghold of the Duke of 
Andevar, It consists of an octagonal area 
‘approximately 270 feet from side to side 
entlosed by 2 40-foot-igh stone curtain wal 
The wall i broken at each comer by a guard 
tower Each of the eight towers (T1-T8) about 
the castle has a ground-level chamber with a 
spiral staircase leading 60 feet up to trp door 
and the open parapets above, Each of the lower 
chambers is. a combination armory and 
guardhouse containing locked weapons racks 
holding spears, lances, maces, crossbows, and 
bolts), ol barrels two small beds, and a sove 
tnd pantry area for ceering. At any time, one 
‘guard will be off daty in the lower guardhouse 
fan one will be above om the parapets, ll the 
guards are human 

The Tower Guard Roster lists all tower guards 
Each wears a blue tunie with the gold lion 
insignia of the Duke of Andevar 

The two gaichowses flanking the southern 
entrance each contain a lower chamber used as a 
fuardroom. There are ao. armories in these 
fsuardrooms, Spiral state lead from the lower 
chambers to the parapets above. Each 
guardroom contains a pair of small beds, a 
fireplace equipped with irom pothooks, and a 
cabinet housing heavy crockery, pots, and 
cooking utensils. The western gatchouse also 
fontaine a rude table and chair and a rough shelf 
full of dusty ledgers along the north wall. It 
serves as an ofice to the sexgeant-at-arms who 
keeps a sketchy record of the comings and 
goings through the southem gate. If questioned 
the guards atop the eight wall towers direct al 
travelers tothe office of the sergeant-at-arms 





Leaving Montinelle 


Upon approaching the southern gate, the party is 
stopped by two castle guards armed with swords 
(ACG MV 12": F3, hp 22; #AT 1; DLS; AL 
NN), Over their chainmal they wear hla tunics 
With the gold lon of the Duke of Aimar on the 
breast. The guards immediately call the sengeant 
atamms (AC 6; MV 12"; F4; hp 34, #AT 1; D I 
8; ALN) who also wears the Andevar livery over 
his chainmail. He subjects the characters 10 
routine questioning as to their business inside 
Montinelle. If satisfied that they have a 
legitimate errand inside the castle and arent 
jing to cause trouble, he orders the group to 
tnte his office and sign the register book on the 
lable that server at his deske If the characters 
afer a bribe of 2 gp or more, the sergeant-at 
farms lets them look at the register. It shows that 
‘Edmund of Dunthrane’ entered Montille 10 
days previous, leaving the easle onthe following 
rmoming. Immediately below the entry showing 
Edmund's departure is the name "Kirkroy.” a 
reference to an individual who apparently. left 
Montinelle shorlly afler the prince. In truth 











Kitkroy is the agent who followed the prince 
and abducted him, 

The interior of Montell is divided into sever 
A. The Market 
B. Peasant Huts 
C. The Jousting File 
D. The Reviewing Stand 
E, Stables 
F Barracks 
G. The Citadel 





Entry to areas C through G is restricted. Any 
attempt to force an entry during daylight 
arouses the castle guards patrolling the market, 
fuanding the stable and main gat, and relaxing 
in the barracks, Ax soon as a disturbance it 
noted, the gate is closed. Sustained 
disturbances attract 8 company of 20 guards 
from the citadel. In addition, in the event of a 

4-16 guards from the wall 
towers leo appear 


Arrest and Imprisonment 


Obviously, investigations conducted inside 
Montinelle must be performed with a certain 
discretion, Open melee or unsophisticated 
‘questioning that draws attention to the party will, 
lead tothe characters’ arrest. Points af special, 
danger occur when the party is in the market 
trying to locate © source of information; Hf and 
when the party attempts to bribe the sergeant 
arms in order to get a look at his records: if and 
‘when the party tres to gin entrance #0 the 
Citadel, In any of these three instances 
Suspicions will be aroused unless a plausible 
‘cover story is presented that adewuately explains 
‘why information is being sought. 

‘Should the suspicions of individuals who are 
not guardsmen be aroused. they report the 
matter to the guard. Should isolated guardsmen 
bbecome suspicious, they let the group go about 
ite business until they can quiely summon 
‘verwclming 





eral melee, 




















Once a 
Superior force of guardsmen arives or a melee 
breaks out, the guant tries to arrest the 
characters, Beggars, merchants, servants, and 
peasants do not become involved in the alli, 
but there are 47 fighters in the castle who do: 





Sir Bracken, 16 tower guards, 20 castle urd, 
the sergeantat-arms, and 10 citadel guards 
The characteristics ofthe tower guards have 
already heen desenbed. Except where other- 
wise noted, castle guards are (ACB. MV 12 
FS: hp 24; #AT I: D 1-8, AL Np, All citadel 
guards are (AC 3; MV 9"; Fo; bp 40; #AT 1 or 
3° 1-8 with sword, 1-6 with bow: AL LE}, 
Bach guard (of any type) caries 2-20 gp. Cis 
el guards woar over their plate armor gray 
tunics with gold lions 19 indicate their special 
status. The rest of the guards are, unless ether- 
wise noted, equipped aaly with chainmail and 
wear the blue and gold livery of Andevar, 

‘Sir Bracken is (AC 2; MV 3°; FG, bp 4; #AT 
1;D2-8: ALLE). In addition to his sword +1 
hhe caries a special net of entrapment with one 
remtining charge, In miclee, he uses this 
‘device to incapacitate anyone within a 10-foot 
rus of the target area. The net, when cast, 
facts so-quickly that escape from its grasp is 
highly unlikely. Each player is entitled to a 
saving throw on 1420, but an unmoditie roll 
ff 20 is needed 10 evade the net. Those who 
fail to save are disarmed and totally incepaci- 
tated, untble eyen to cast a spell. Si Bracken 
will use the net ayhen it wll have the mini 
‘mum effect, inside or outside the citadel, 
Throughout any melee, it isthe intent of Sir 
Bracken and his men to capture the party by 
any means. While willing to injure and 
incapacitate, they are reluctant to kill and 
repeatedly call on the party to surender 

i arrested or subdued, the members of the 
pany are disarmed, stripped of their armor and 
{unis and taken to cell D4 of the dungeon, All 
of their gear is stashed in or next t the large 
chest in the jailor’s office (DI). Sir Bracken 
fceuses the characters of being spies and 
threatens them with individual interogation at 
a later time, but they will never actually be 
harmed. Ifthe characters ask to sce the dake 
they’ are informed that Aimar is not currently 
in residence at the castle, Should Sir Bracken 
tse the net of entrapment to aid in the capture 
of the group, be comments ta the members of 
the parry on how upset he is at having had to 
tse up the last of the net's power and how he 
intends to make them regret causing him to do 

















Tower Guand Raster 


Location ClassLevel AL Weapons 


1 F2 LN sword, bow 
F3 LN. sword, bow 

F4——LN_ sword, crossbow 
FS LN. sword, bow 

B FA LN sword, bow 
FEN _ sword, crossbow 
FS LN. sword, bow 

™ F3 LN. sword spear 


Combat Honus Annor AC hp 





with bow chain 
chain 6 
piste 4 
with bow chain 
splint = 7 
with Xchow chain 7 
vith Bow handed 6 
chin 626 


Montinelle 








The entire southern portion of the castle 
grounds is an open market area studded with 
faily colored tents, canopied merchant stalls 
fand small enclosures housing -sumerous 
‘rites of common livestock. The vendors at 
this market fair have available for purchase at 
‘normal prices al of the items listed om page 36 
of the Player's Handbook other than weapons 
fand armor Fine clothes, silks, linens, and 
Sundry art objects may also be found, but at 
slightly inflated prices (normal price plus 10 
020 percent 

The market areas is thronged with peasants, 
merchants. and the ever-present beggars. 
‘Ominously there seem to be members of the 
castle guard everywhere, filing between the 
stalls in ones and twos, their eyes open for 
trouble. You should point out to the players at 
some time during their passage through this 
area that atleast one pair of guards is eyeing 
them with suspicion 

IF the players attempt to obtain information at 
the market fat, they draw a blank from the 
‘ignorant peasans, Even market regulars know 
litte. However. any merchant or beggar 
approached by the party will eventually, in 
texchange fora few gold pieces, direct them to 
‘certain Lemus, a peasant living in the 
Cottage marked with an "*" in area B2 of the 
Montinelle map. Beyond this, no one in 
Montinelle seems to kno anything except his 
‘vin busine 














B. The Peasant Huts 
The peasants who work the land surrounding 
the eastle are housed inthis cluster of squalid 
‘muddaubed, vwattleand-thateh buts. Apart 
from Lemus and the odd porcine howse pet 
there is virtually aothing of interest an this 
area I the players insist on making a detailed 
examination, teat them Io a tour of almost 
identical, dirt-floored dvellings containing 
only straw palletes, crude cooking facilities, 
wall pegs fie clothing, a oughly carpentered 
‘able and chairs, and perhaps a plank fixed to 
fone wall as a pantry. Between the hours of 6 
‘am, and 6 pa, only the very old and the very 
‘young will be found in this area. All abl 
bhadied men and women are at work in the 
fields o the markt. 

The cottage marked "" is, as noted, the home 
cof Lemus, an ancient, crippled beggar who 
was once a warrior in the king's service 
Despite the wretchedness of his current 
cconition, Lemus remains a layal king's man. 
Moreover, Lenius his recently spoken with 
fone of the prince's companions and has reason 
fo be suspicious of strangers inquiring 
‘concerning sun 

lees he is satisfied thatthe members ofthe 
party are friendly t the king. Lemus provides 
them with no” information. At firs, he 











questions them closely. Once he is certain that 
they are no threat to the king's interests, he 
becomes willing to answer questions 
concerning Edmund, providing that first his 
tongue is loosened by a few picees of silver or 
askin of wine. He then provides the following 
fntertsinment ina voce erackes with age 





Tivas moren week pane By now, Teen the 
young pace an! his companions. Hal 
Dressed as pilgrims, they was) But pilgrims 
don't wear shiny gold on they fingers nor 
has bright neck braces winkin’ under they 
ray pilgrims’ cloaks. Knew ‘em might off. 
ddd. Knew ‘em an’ spoke to one. Nay the 
Prince, but another. We spoke a bit, spoke 0 
the old days, o” Dunador an’ the king. 
‘Ohctvas grand, allright. Grand. He give me 
gold afore he ift. A proper gentleman, he 

I pray they did well, But that he somethin 
[aint to sure bout. They was nervous bike, 
an' | heard one atclin’ young Edmund as 
‘ow they was still hein’ followed an’ ‘ad 
better get on to Nevron aa’ see to they 
business. That scemed set em to movin 
an’ they slipped out the nextday, quiet like. 
Hedin’ for Nevron an’ them cursed 
mountains, I'spect 














Though thie i all that Lemus knows of the 
prince's party; he does have one more bit af 
news which he provides if plied with more 





‘Well, aye. there be one more thing tha may 
be o! interest, sesin’ at “ow you be eager 
Jearn'Twas day afore yesterday. I guess. A 
tonk ‘come in wearin” the babit 0 
Fontenmere, Straight to the tower there © 
rode, an aint no one seen ‘im since. No, nor 
heard what happened to bring 
Which is real stange, ya see, cause it att 
that ofen that folks ride in om horses all 
lathered an’ with a arrow stickin’ outa they 
rmonkish backs. Yep, well If | was a curious 
tan, which I aint, Td sure be wonderia’ 
what “appened f that monk and why aint 
rabody’ can get nothin’ shout ‘im outta them 
guards up tthe citadel. Yeah. I sure would 
wonder” 











Having imparted these two valuable bits of 
information, Lemus declines to provide futher 
useful knowledge, answering all additional 
queries by returning 10 how he "es! couldn't 
‘lp wandrin' ‘bout that monk 





C. The Jousting Feld 
The d-fot by 130-fot open area near the 

‘west wall is Duke Aimar’ jousting field. It is 

{vided int ists by three low, open fences 


running its length, Inthe absence of the duke, 
there so activity inthis are, 





D. The Reviewing Stand 

The reviewing stand is 2 S-foot-high open 
platform of rat, weathered lumber topped by 
fn open wooden framework used to support & 
fanopy during tournaments. Since no tourna 
‘ments are planned in the near future, the 
‘canopy over the reviewing stand, the skirts that 
formally hide its supports, and the chairs that 
normally occupy the platform have all been 
stowed under the stand 


E. The Stable 
Tow stone stable houses 30 light 
horses, together with all manner of riding gear 
At the back of each stall ia generously filled 
‘at bin. A castle gutrd stands at each entrance, 
and a stable boy is busy tending to the 
livestock 





F.The Barracks 

The solid structure at F is @ sturdy stone 
barracks built directly into the curtain wal 
surrounding Montinell. At any given time 
there will be 3-10 guards wiling away their 
off-duty hours inside the structure. Without 
their amor, the guards are (AC 10; MV 0" 
Fishp 20-#AT Is DI-8; AL LN). If roused, i 
rakes them two rounds to get their swords 
they never waste time donning their amor. 

The interior of the harracks is single low 
oom, Ten rickety cols line each of the long 
walls, Suspended from the foot of each cot i 
an equipment pack. There isa small fireplace 
fequippellfor cooking in the center ofthe south 
‘wall Iti Manked hy wooden plank shelves 
rooming under the weight of various cooking 
implements and provender bins. Bage of spices 
hhag from the nearby rafters. Opposite this 
fireplace is a long trestle table and a pair of 
benches. Beneath this table, obscured by a 
shaggy rug fishioned from the skin of some 
obscure animal, is a trap door leading to a 
Secret underground passage that connects these 
bharacks with the dungeon below the citadel 
Tn addition tothe miscellaneous equipment in 
the equipment packs hanging from the foot of 
each bed, a complete ransacking of ‘the 
barracks wil turn wp 5-100 gp and 100 600 sp 











G.'The Citadel 
Dominating Montille is Duke Aimar's 
citadel Its single, unbidden entrance in the 
South wall is guarded by a pair of tough 
looking citadel guards inthe gray and gold of 
the Duke of Andevar. Any attempt to enter 
this way, whether by negotiation or force 
results im Sir Brackea's amival. Any further 
ftiempt at entry, whether by forve or as a 


Map 3: Montinelle (ground level) 
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result of an invitation, results in Sir Bracken 
casing his net of entrapment over the group in 
fn attempt to arrest them. If & conontation 
fccurs atside the entrance, Sir Bracken casts 
the ‘et from the shadows just inside the 
fateway, Otherwise, he waits until the group is 
Already inside the citadel to spring his litle 
surprise on them. 


Citadel Main Level 

‘X cruciform hallway divides the main level of 
the citadel into four chambers. When opened, 
the trapdoor in the west stm of the hall ofthis 
level reveals a flight of spiral saits leading 
down to the jallor’s office (D1) below. The 
airease in the north arm of the ball leads 
directly to an open landing on the upper lev. 


1. Sir Bracken's Room 





The eatre norwest comer of tis chamber 
is dominated by a mahogany fourposter 
with drawn gray velvet curtains. A large one 
drawer ironivood desk i located beside i 
Aiinst the south walls 8 bulky cabinet, 
flanked by a par of heavy, in-bound ken 
chests, Every square inch of the available 
wall space seems to be occupied by 
weaponry or shilds. Some are in pristine 
Condition. Others, obyiously battle tropics, 
ae twisted and dented 0 the point of 
useless, A few of the lesx serviceable 
items ate graced with enaty brown stains 

















The locked drawer ofthe desk contains a ring 
of keys and a diary, The keys unlock all of the 
titade's doors except fr those ving access to 
the wine cellar and to the dake's rooms, The 
diary is Sir Brackea's personal chronicle of the 
‘mundane events characterizing garrison life for 
‘many months inthe past. The lst enty, several 
‘days olf, consists only of the name "Kiskroy” 
‘oma page by itselt: 

Both of the chests against the south wall are 
sccurely locked. That to the lft of the cabinet 
Contains 100 gp worth of silks and fine linens, 
[Beneath these tea small locked chest containing 
300 gp aod 400 sp. The chest tothe ght of the 
tabinet contains an unpainted shield, a jewel- 
{inlaid short sword worth 200 gp. a broadsword 
and two long swords all exemely well-made 

The tall cabinet contains fo dozen skins and a 
score of fine tunics befiting a knight of high 
station. At the rear ofthe cabinet hangs a suit of 
‘hin mail of type commonly used in josting 
‘large footlocker built into the cabinet holds & 
sell saddle ini in silver (600 5p) 

‘Located in the bedpost nearest the desk is a 
secret compartment about four fest from the 
floor. By siding back a cunningly hidden panel 
in the post, the characters gain access to this 











recess where they find a 10-inch hollow tbe of 
mith. This is a chime of opening with 10 
charges, If pointed at lok of any kind, includ 
ing a he portal or wizard-locked door, striking 
the chime opens the lock or port. However, 
‘ach use of the chime causes It to emits loud, 
resonating tone vwhich attracts anyone oF any- 
thing inthe vicinity. Each striking of the ehime 
uses one charge and unlocks one lock. Thus, 
‘doo, lid, or portal lacked by more than one 
means would require more than one striking of 
the chime in order to open it, For example, it 
‘would take four charges to open a locked, 
chained, wizanl-locked, and patllcked chert 
Striking the chime within 10 fect of a concealed 
<loor automatically opens that door reganiless of 
whether the user knows thatthe door is present. 


2. Barracks of the Citadel Guard 





The norh and south walls of this chamber 
are each lined with five sturdy oak bede 
strewn with warm firs To the le of cach 
bed is atl oak wall cabinet. 














All ofthe cabinets are lacked, Inside, each is 
divided horizontally into a pair of compart- 
ments. The left compartment contains one oF 
tore shirt of varying quality, « pair of gray 
fsuardsman's tunics, several pare of matching 
hos, @guardsman's dress bonnet anda pair of 
parade shoes. A shelf atthe top ofthis com= 
Partment contains small items of personal 
fear toiletries, razors, dice, and the like 
Racked against the walls of the right compart- 
ment of each cabinet is an assortment of nor- 
smal weapons, including bow with a quiver of 
arrows, two oF three spears, and two cased 
tilde in the colors of Andevar, Also hanging 
foose in this compariment is a collection of 
leatherwork, Some is dyed a bright yellow and 
is clearly part of the guardsman's dress har- 
ness. The fest consists of plain brown or ba 
belts, bracers, caps, and er (mostly non- 
regulation) stems, The cabinet directly to the 
south of the door contains a spetr +1 and a 
sell sack stud with 300 sp, 








4. Kitchen and Pantry 





What could tis be but Kishen! Almost the 
whole of the non wall i taken up by a 
Combination iron stove and oven, The ret of 
the walls are occupied from floor 1 ceiling 
with a massive. shelving arrangement, 
Containing an orderly array of post, pans 
howls, crocks, bags, boxes, and tin. 
Bunches of hard sausages and checter, 
drying hesbs, and vegetables adorn every 
rafter. The floor space is occupied by a 
jumble of tables and carts holding butcher 
blocks and breadboards. An aged, bald 














stoop-shouldered litle serving man In a 
reary white smock stands at one of these. 
mindlessly fussing with a batch of bread 
dough, 














The fellow occupied with making the day's 
broad is one Matlocke (AC 10; MV 6 T3. bp 
12: #AT 0; AL NE), This greasy little man, the 
Ditke's cook, is noted among his peers for both 
his cowardliness and his aversion tothe 
truth, Formerly a member of the guard, 
Matlocke is now far too old to fight, a 
profession for which he never had much taste 
anyway. Long since retired to the kitchen 
Service, he has prospered in a mean way by 
tyrannizing lesser servants and picking the 
pockets of the guards whenever he thinks he 
fan ge evay with i 

Suspended from a leather thong. around 
Matlocke’s neck isa small dagger and a pouch 
containing 10 sp. Otherwise. he has no posses- 
sions of note, 

TF left unattended by the members af the party 
Matlocke summons the citadel guard at the 
eatlist opportunity If an unwary party member 
approaches too closely he has a 30". chance of 
Toning something from his pecker to Matlocke's 
nimble fingers. If the characters bribe or 
threaten him, Matlocke will, in answer to the 
Proper questions, reveal the’ entie sum of bis 
Kovwledge, including the following 








‘Och. aye! The prince aat them others let 
Montiel jus this pas ten-day. | guess we 
werent supposed 10 know who they was, 
but it was plain as the nase on yer face, i 
ye take my meaning 

‘Nay, ‘is lordship, the duke, ain't in the 
castle, What's more ast been home fer 
‘week, Gone north, they say" 

“Kirkroy! Aye, sre. Everybody knows 
Kirkroy. Why'e's the dake's strong right 
arm! Chict hiresword an’ champion-a 
arms, that’s Kirkroy: But'e ain inthe cast 
nove. Naw. eft ight after the prince di" 
‘Och, well nw, Let's see. Twas mayhe a 
week ago that we got news o! the king's 
death, That was then the duke rode out 
leavin? orders fer a patrol to go after the 
prince and tell “im about 's father's death 
(Caught up with in hy now. spec. 














4.Storage Chamber 
The door to this chamber is locke 





[Cleary a larder af some son, this chamber 
panclied in some dark, rough insulating 
fwaod. The svest wall is lined with deep 
elves on which are stacked dozens of la 
bulging guany sacks. Along the east wall are 
alta dozen casks. There are four great north 
upright barrels against the north wall 

















The hareels hold drinking water, the sacks 
‘contain grain and flour, the casks hold oil of 
varying quality 

‘chind the barrel in the northwest comer of 
the chamber isa secret door. IF the players push 
‘outward on the wall panel behind this barrel 

the panel slides hack to reveal a concealed 
room beyond. Stacked to the ceiling of this 
room are dozens of small oak casks of fine 
brandy, mead, and ale. On a table against the 
north wall small leather-hound box. Ins 

is-a vial of clear liquid ~a potion af sweet 


Citadel Upper Level 


From the landing on the upper level, an 
ajacent staircase leads toa trap door high in 
the ceiling. Above this trap door are open-air 
parapets which are constantly patrolled by 1-4 
Sf the citadel guards 





5. Bathing and Privy Chamber 





The caster portion of this bathing cham- 
ber is occupied hy a shallow, marbl-inaid 
pool garderobe, its door now hanging 
iar, i but into the northwest corner. 








6, Study and Meeting Chamber 





From the richly veined rose marble of the 
fireplace in the northeast comer 1 the vel 
vet smoothness of the dark walnut pan 
cling, this tom exudes an aura of wealth 
The floor is covered by what is obviously & 
costly and very antique carpet of indeter- 
minate hue, Three wine-colored. uphol- 
ered armchairs are clustered around the 
Fireplace. Against the north wall isa small 
bookcase of some dark wood enclosed by a 
pair of leaded glass doors, Against the west 
Wall is @ carved walnat desk with a beauti- 
ful matching high-backed chair. Hall 
dozen. shadowed portraits bearing. the 
accumulated grime of centuries stare down 
fon the opulence 























This chamber is Aimar’ study 

The single locked drawer in the desk con 
tains the dke's estate ledger. quick look is 
sulficient to indicate that Andevar ix far more 
prosperous than i Joks. A closer examination 
reveals much concerning the duke's affairs, 
including the information that a substantial 
parcel of land north of Fontenmere Abbey and 
Ne proceeds were transferred trom ducal 
authority to the contol of Walliams Menot, 
Patriarch of Fontenmerc, This entry notes that 
the transfer, ordered by King Halired in order 
to “provide for the maintenance ofthe abbey 
at Fontenmere,” has been accomplished 











entirely “against the will of and under strong 
Protest by the Duke of Andevar 
Also stored in the desk drawer is a solid gold 
Paperweight in the shape of a lion worth 200 
sp. Finally inthe very back ofthe drawer, is an 
apparently long-forgotten scroll. This is 
cursed magic-user's scroll: any magic-aser who 
reads stand fails to save vs. spells suffers a 
devastating, psionic-ike mental stack. Losing 
hoth mind nd personality, the victim is 
reduced to a vegetable state (ala foeblemind) 
‘with an Intelligence of 1. Speech and rational 
behavior are no longer possible; only basic 
motor functions remain sul alter 
reality or remove curse spell can restore the 
‘ict to normal functioning 
If the drawer is removed completely, ake 
‘eyed character notices slim cord inthe back 
ff the drawer cavity: Pulling this cord draws 
forth a small secondary drawer from the back 
‘of the desk. Within is a mapicssers sero of 
ESP. 
The bookcase contains four score handwritten 
books, many on the history of Dunador. A 
zh examination of tiles turns up one on 
of religion and the state ia Dunadorian 
society writen by William Menote, Patriarch of 
‘and dedisted to "Good King 





‘A suce 














Fontenmere, 
Halted 


7.The Great Hall 





The most prominent Feature of this lage, 
finely appointed chamber isa long, carved 
tak trestle table lined with sumptuous high- 
hacked, carved oak chairs upholstered in 
‘wine-red leather Running the length of the 
South wall is a caved limestone fireplace 
Aove the mantle bangs a god lion coat-a 

The other walle are clothed im fine 
Antique tapestriee whose slightly Ireyed 
appearance only confirms their great age 
and enhances their worth. Thre large, gold 
Candelabra rest atop the table, There is a 
flasrdoored oak cabinet in the northeast 











The candelabra are worth 200 gp each. The 
cabinet contains a silver service with a total 
value of 1.000 gp. The gold lion coat-of-arms, 
set into a wooden plaque, is worth $00 gp. It ean 
be pried out o ts mounting fr easier caiage, 





8, Servants! Quarters 





The plainness of this chamber and is fur] 
nishings isin sharp contrast tothe elaborately 
Jearved door in the south wall. Against this 
masterpeice ofthe woodworkers atthe mis 
matched pair of beds, the two deated| 
Jdresers and the duo of shabby night 




















stands that make up the room's contents 
seem strangely out of place, Only the glossy 
fanimal skin rug in the center of the floc 
looks lke it really belongs here 














These are the quarters of the dukes body 
servants. The door in the south wall leads to 
the dukes bedchamber It is securely bolted 
fiom room 9has 50 hp, and can only be 
‘opened fram room # fa knock spel s used oF 
ifthe door ix smashed to pieces. The chime of 
‘opening wil not work aginst this simple bot 
Each nightstand contains a locked drawer. 
‘One drawer contains «sack of50 ep, the other 
sack of 20 gp, The rug isthe pelt of a giant 
beaver. A ranger or a character with 
furrer trapper secondary sill ecog 

worth: 1000 gp 








9. The Duke's Chamber 
The door tothe duke’s chamber i locked! and 
wizar-locked. It ean be opened by expending 
two charges fiom the chime of opening. In 
addition, a magic-user of the éth level or 
better can automatically open the door ence 
the normal lock is dealt with, Lesser magic- 
users must cast a dock spell inorder to do so 
The door (which fas $0 hp) can alsa be 
broken down with an axe, 





A linge, omately carved Tour-poster occur 
Pict the southeast comer ofthe chamber. Is 
hotle-green curtsins are tied back to show 
that i ts empty. Centered in the north and 
west walls are a pair of doors That in the 
north walls flanked on one side by a five- 
drawer dresser and om the other by a tall 
fabinet whose double doors are inlaid in 
sold foil with the ducal cout of arms, A 
Smal chest sits atop a table in the southiest 
comer. The walls are decorated with fine 
tapestries, 











Once inside the room, the party is attacked 
by an invisible stalker (AC 3; MV 12", HD 
Shp SU; #AT 1; D 4-16: ALN). The erature 
is inviible (4 fo hit), 30% resistant to magie. 
and it solely devoted to the purpose. of 
defending Aimar's chamber. In melee, the 
characters suffer a 1 penalty to hit unless 
they can sce invisible abjects and creatures. 
The invisible stalker fights tothe death 

The cabinet is locked. Within are two score 
fine tunes, a Score of pantaloons and dozeas 
‘of shirts and pare of stockings, Hanging ima 
Separate compartment from the clothing is a 
sult of chain mail +2 in perfect condition and 
Suitable for large elf, half elf, oF burn. 
Also in this compariment is a hurtle uxe +l 
and a broadeword +1 

The top drawer of the dresser contains a 











e of jars and hotles filed with 

rs. Most are perfectly mun 

dane, buta large jar marked "KS." contains five 
applications of Keoghtom's Ointment. 

olds 1,500 gp and 500 sp, in 

‘duke's neck brace of office worth 











le containing the chest isa loose 
Flagstone covering # hidden recess in the floor 
Here lies Aimar’ spellbook, containing 














fnfechiement, and fireball. Beside the spe 
is a sznall leather pouch containing a vial of lg 
tid. This isa specially magicked a 

cursed magic-users scroll from room 6, Consun 
ing all of this liquid restores the victim’ fac 
ties. It des not remit maladies stemming from 
any cause other than this sro, 











Citadel Dungeon Level 
The dovarwant sir stats onthe ground level 
tea drely to oom Di of the dungeon 








DI. dailor's Office 





Tr guttering torch sack iva Bracket set nt 
the cast wall provides lite li 
fh to thie dank chamber 
against the 





















AT 1; D 1-6: AL LN), 
next to hima (and obscured by 
i ody) is 2 heavy club A set of keys to all of 
mhis belt 

The chest contains a matey collection of rusty 
old weapons and bits of decay Hany 
player characters have been captured, their 
{weapons and armor ate also inside Be 

Chest, under a loose Magstone, ix Ranu's treasure 
trove of $0 gp, KOU sp, 30K ep, and  laege 
amount of cheap jewelry worth 100 gp. 




















2, Wine Cellar 
The door to this room is locked. Sir Bracken 
cates the key on chain around bis neck 








Clearly, the duke keeps his wine cellar well 
stocked. Row upon row of dusty bottles 
liter in half a dozen ceiling-high racks se 
Perpendicular to the north wall. Against the 
outh wall, on either side of the door, are a 
dlozen small casks resting in multi-tiered 
cradles, 




















All of this wine, which is the product of lal 
vineyards, is quite excellent 


Map 4: Montinelle 
(citadel) 


Level II (upper level) 
































Note: above level II are open-air parapets. 


Dungeon (lower level) 
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Underground 
Passage 
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D3. Torture Chamber 





IW the chins and manacles suspended trom 
the main ceiling beams didnt indicate this 
chambers purpose, the great rack and wheel 
in ite center would do s0. Clearly the duke 
fakes the task of interrogation seriously 
Suspended from hooks lining the west wall 
are a variety of tongs, pincers, nd other 
tiely looking tools, none of which seem 
like’ they could "possibly “have any 
wholesome purpose, Next to the door in the 
West wall ita large, deep brazier equipped 
With a sort of bellows, Set into the north, 
Cast, and south walls of the chamber are 
seven sturdy doors, each of which ix 
equipped with a covered peephole. 


























The seven doors lead to individual cells, Each 
4x4 inch wooden peephole cover is closed 
‘with a simple dead bolt. Sliding back the bolt 
allows the cover to swing back so that the cel 
within can he examined without having to 
factually open the door The cell doors are 
Tocked from the outside with both key locks 
and heavy dead bots, 

There is secret door in the north wall of the 
chamber. Pulling a loose stone in that wal 
‘uses a counterweighted segment of the wall 
to slide back revealing the secret passage lead 
ing to the barracks outside the citadel A simi 
lar amangement on the other side of the wall 
can he used to open and close the secret door 
from the passageway: Behind the lose stone 
fom the dungeon side of the wall if 8 locking 
ring. If twisted to the right, it closes a bolt 
preventing anyone from opening the secret 
door from the passageway. 








DA. Jail Cet 





This grimy, mean Tile room appears to be 
partly consiucted of limestone blocks and 
parilly cut from the living bedrock Belo 
Montille. Moisture oozes from the rock 
tnd soaks the decaying straw strewn over 
ite rough flags. In several places the damp 
straw has been piled high to make a kind of 
rest for sleeping. The ar is thice with the 
‘issn let hy the countless poor wretches 
‘who have been forced to accepts hospi- 
tality im the pst. 















If captured, the pany is confined together in 
this lage cell. Under a pile of straw in the 
northwest comer, the characters can find a 
loose flag. With much effrt, it ean be pried 
lore. Undemeath, they find a blunted dasger, 
a rusty file, and a piece of a broken shield. By 
making use ofthe dagger and shield fragment 
as digging tools, a hearty dvvart should 





be able to break through the west wall wher 
another loose stane covers the hesinnings of a 
Previous excavation Five to eight hours of di 
Tent digging opens yay into the corridor 
‘west ofthe cel 

If the party includes a hie, he might be able 
to jimmy the bolt locking the peepbole and 
reach across to pick the lock securing the cell 
at shoulder level. Since thie task must be 
peefarmed by touch alone, it will be dificul, 
but hardly impossible. Once the lock has been 
picked, a heavy item might be used to knock 
back the door bolt (which ean't be jimmicd). 
Be lenient here Ifthe players come up with 4 
thoughtful and viable escape plan they should 
he rewarded with success. All other cells 
‘except DS are empty. Use the description for 
Dit asthe basi description for all of the other 

sin the dungeon, 














DS, The Monk's Cell 
Like the other cells, DS is partly constructed 
cof mortared stone and partly cut irom the 
bedrock under the castle. The description of 

D4 will serve to convey its general 
appearance. In addition, the ell contains 
another feature: 








“Lying fice dawn inthe centr of the cell 
‘8 tonsured man in a white woolen monk's 
Tobe, now filthy and tattered, ‘The entire 
buck of the robe is stained a musty brown, At 
distance, the man looks thoroughly 
deceased, 





IF the characters enter the cell and examine 
the prisoner they find that he is sil alive 
though barely so, If revivied and given drink 
to moisten his parched lips, he speaks 





‘Alas, brothers [fear that you are too late 
Already, I feel that coldness that sn offen 
presoger the coming of the reaper. He 
fannot now be far trom me, friends, 50 
listen well-1 have news that must reach the 
king's counselors. Know you, that there is 
‘much treachery abroad inthis and, and nov 
ite hand has touched even that which all 
ood men hold secre, 

“Lam called Theraa, and Lam a monk of 
Fontenmere. For long years have we loyally 
carried out the king's charge in our peaceful 
bbe, but now that is at/an end, For sed 
hhanded death has fallen on our scented 
fields and quiet halls of prayer. Two days 
gone by. the abbey was attacked by the 
foulest of brigands, What may have been 
the outcome of their depredations I knov 
not, for I was ordered by my master. the 
patriarch, to fle heace and beg suecor frm 
the kings liegeman at Mentinelle 























Horror and death! Horror and death en 
as Frade out on ths fools errand ane of the 
swine put an arow deep in my back. “Twas 
only the spirit and intelligence of my 
faithful mount that allowed me to come 
here at all, Bleeding’ and exhausted, with 
the screams of my brothers stil ringing in 
my cary, | rode into Montnelle and aid my 
ocd charge before Sir Bracken, But the 
black-hearte scoundrel would not hear me. 
Inscad of ad, he gave me this cll in which 
odie. 

Aye, you understand too wel. I can se it 
in your faces. The hired man, Bracken 
would ne'er be so old on his own. Such 
treachery mast go deeper-to the very seat 
Jof Andevar and the person of the duke 
himself. Only orders from the lord of this 
place could have left me caged in this 
Jdungcon while murder was committed at 
Fontenmere Long has Aimer tended his 
anger against Fontenmere for the loss of 
ands that be deemed his own. Now it 

ms he has had his evenge. 

Hear me, fiends. | die now. But fis | lay 
Jon you this charge. If you he true men of 
Dunador. ride now to Fontenmere and sce 
wht fate has fallen the king's abbey, The 
[council must know af what happened there 
for Aimars treason cannot possibly end at 
Fontenmere. Unless they are timely wamed, 
ear for our land. Unles, 




















With this ast word, dhe monk gives a rating 
cough and dies. Since the moak suflers from 
blood poisoning, a cure light wounds spell 
docs nothing to prolong his life. A slow 
poison spell will, however, prolong. the 
monk's life, and he passes out instead of 
dying, Even sf he remains alive, he is unable 
to provide additional information or 
assistance other than guiding the parry to 
Fontenmere. In fact, he is too wed to da 
‘mach more than sta horse, I revived, Thesan 
is (AC 7; MV 12"; Mle: bp 16; #AT O; AL 
EN), A careful examination of the monk's 
robe reveals an object evn into its hem. The 
item is a gold ring bearing the cross of 
Dunador, it 3 ring of protection +1, 














Leaving Montinelle 


Any conspicuous attempt to leave Montinlle 
arouses the castle guards. 1f the parry has 
escaped after having been arrested, any 
visible attempt to leave 

fzuars unlese the characters are somehow die 
tuised. Should the guards become aroused by 
an attempted exit, 4-16 guardsmen form 
‘mounted pursuit group and try to overtake 


Fontenmere Abbey 





and slay the parry The mounted guardsmen 
have (AC 7: MV 24"; Pa; hp 28; #AT 1; DI- 
ALLN). They carry lances and swords. Their 
mounts are (AC 7: MV 24"; HD 2: bp 1 
ATO;SL:ALN), 

Once pursued, if the characters fail to 
maintain a 24” movement rate or if they do 





not take appropriate evasive action the guards 
cvertake them within 20 miles of Mon-tinelle 
The guardsmen break off their pursuit after 
30-mule chase or if they lose two-thids of 
their free. 





While you are still well east ofthe abbey, i 
is obvious that all is not well A wreath of 
pungent smoke hangs over the ste. As you 
approach, details become clear. The wisps 
‘of smoke tht float inthe sill aie emanate 
fiom the bumed-out rain of small wood 
and stone structure north of what appears to 
be the main building. The great doors inthe 
south wall ofthis later structure have been 
knocked off thee hinges. Two dead men in 
white monks' robes are sprawled on the 
font stops before the doors, Their bodice 
have been savaged by some animal. All of 
the visible windows have been wholly and 
pattially smashed. Your view of the interior 
through the open dowrway shows a vista of 
smashed pews and debris, 








1.Office 





The door to this chamber is smashed open 
and the chamber devastated. All af the 
furiture i¢ smashed to kindling and tom 
Papers and rare illuminated manuscripts are 
catered amid the wreckage 





There is nothing of real interest ber 


2. Monks’ 





12 Quarters 





The four beds in this spartan chamber have 
boen overtumed and their stray tfcke have 
hoen slashed open. There is a movement in 
the southeast comer. 














Disturbed by the noise, two lange spiders 
which have only recently entered the chamber 
through the broken window in the east wall 
crawl out from under some debris in the 
corner. Each has (AC 6; MV 18" HD 2 42; 
bhp 17. 15; #AT 1; D 1-6 poison 2; ALN). A 
vltim biten by a spider must save vs. poison 
t+ | or die within six rounds. Hidden by the 
debris sa chest containing 400, 





3. Writing Room 





The door 19 this chamber is open. Six ll 
writing desks lay toppled over on the Noor 
Df this chamber. Many writing materials 
full pens, ink wells, papers, and bloters — 
lie seatered about the room, The lifeless 
body of a monk is shimped against the 
south wall 














The monk has been backed to death with 
swords. On the Hoor beside the body isthe 
‘word "Capel," wrtien in a misture of spilled 
ink and blood. This clue indicates that the 
royal seal and scepter of Dunador have 








spivited away to Capel Tower. Before dying 
the monk heard one ofthe "brigande” make a 
reference to this fortification in the north of 
Andevar 


4. Monks’ Quarters 





The smashed remnants of four qvinted 
bedstead and four splintered foodockees 
lie settered about this chamber. dozen 
svagely torn monks’ habits and the tick- 
ing trom the beds sstewn across the stone 
flags 





A coreful examination ofthe room uncovers a 
flat wooden case under one of the beds in the 
southwest comet. The ease holds magical 


crossbow +1 





5. West Chapel 





This antechamiber seems aliost intact. The 
liar in the center of the room seems 


tindamaged, though it lacks its normal 
fdormment.” Even the prayer “benches 
remain in place. Their kneeling cushions 





have, however, been ripped open and the 
stuffings scattered about the floor. 








There is nothing of intrest here 


6. East Chapel 





The altarpiece im this chapel is unharmed 
though, like the others at Fontenmerc, it 
lacks ts altar cloth and service. A trap door 
inthe floor has been ripped open to reveal 3 
flight of stairs leading into the blackness 
belo 











The stirs end in an open door. This area is a 
single-mom wine cellar (30x30 fect). Standing 
behind the door ix a thict named. Menlow 
amed with a short sword. Having heard the 
parly above and having no escape route, he 
Intends to ambush whomever comes into the 
‘oom. Menlow is (AC 7; MV 12"; T4; AT 1; 

1-6 AL CN). He attempts one surprise attack 
from the rear If outnumbered or overmatched, 
the pragmatic Menlow surrenders after making 
this one attack and begs for mercy. 

Menlow wears leather armor and caries the 
following in his pack: two bottles of good 
quality win; two altar lots (30 gp each): two 
fold goblets that bear the abbeys insignia (50 
fp each); a golden eross of Dunador (150 gp) 
fand a sct of thie's tools, Hidden in a lear 
pouch inside his tunic he caries 10 gp. 40 sp 
fand a parchment in the form of a letter 
‘addressed to “Holland at Dunthrane.” This bret 
Franc 

















en note reads a follows. 


Fontenmere Abbey 





Map 





Fontenmere Abbey 








1 Square = 10 feet 


























































































































Honors 





=a 


There is grave news, 1 ave lead that 
Lord Erin's men-atarms have entered 
Andevar. Through an arrangement with 
the duke, they have made their headguar 









ters at Capel slong our northern 
tas we both well 







be Veromian. Mount 
nov for the Prince's salty. 
Took to yours 


Your Devoted Frien, 











Williams 
The letter is obviously from William Menote 
19 Hollend. ts authenticity can be established 
beyond doubt by comparing the handwriting 


to that of any docume: arch 
chamber (room 8) 
Menlow has looted this leather pouch from 
the body of a monk who was preparing to 
leave for Dunthrane when the brigands (Lor 
Edin's men 1 se) attacked. although 
own right, Menlow ise 
renily acting as an agent of Sir Bracken, the 
‘commander ofthe Duke of Andevats castle at 
Montinelle At Bracken's order, he has come to 
Fonteamere to inventigate the report of this 
attack. Having established the facts in 
matter, he iv to meet Kirkroy, the Duk 
champion. at Barbarian's Bridge (north of 
Capel Tower) and report his findings. From 
the patriarchs letter and his own observa- 
tions, Menlov is rightly convinced that Lord 
Edin’s mea are responsible for sacking the 
abbey 


te im the pa 




























the is a thet return 
west. If babed 0 
el this i the story that he offre the 
pressed further, be provides detail 
aiming to be heading for the Drake & Castle 
Jn to stay with a distant cousin. He even 
identities Gira, the innkeeper at the Drake & 
(Castle, by name. If he is able o lull the party's 
suspicions, Menlow, pret 
talkative, advises them to avoid the open road 
cast of Montinele since "it be scrawl wi 
brigands" and adviser them to take 


Menlow’s cover is 
to Andevar from th 































covered route through the 











instead. He well knows that no-one 
wt ca would g0 the dread: 
Darkwood and. considers this bit of 







misdirection quite clever. If an as 


ff the parry wonders hav 








fromthe west knovrs so much about the roads 


ast, Menlow becomes Mustered and 








up. 
lest challenged concerning his 
information, Menlow is quite affable with 
party members, in an effort to lull them into 

cr sullen or aflable, how- 
fever, the thief takes the first available 








Fontenmere Abb 





‘opportunity to escape if detained by the char- 
tcters. If successful inthis endeavor he mets 
Kirkroy atthe end of three days and reports on 
events at the abbey and the presence of the 
pay in Andevar. 

Mealow knows nothing about Griffon Castle 
or the whereabouts of Duke Aimar, 





7. Chapter House 





This chamber bears all the coate-abarms of 
Dunadar om its walls. All of the shields and 
banners are undisturbed except for one: the 
banner of the royal house of Dunthrane, 
which lies draped over the body of a dead 
‘monk The royal insignia bears the light blue 
symbols of the crown, the sword, and the 
Dunadorian cross on field of canary yellow. 





8 Patriarch’s Chamber 








This finely appoined chamber appeart to 
be a combination office and bedroom. A 
small but comfortable-looking bed 
fecupies the southeast comer. There is a 
small writing desk beside it, Floorto- 
‘eiling bookcases are built into the wall on 
tither side ofthe door. Their contents have 
been tumbled onto the floor A large chest 
lies overtumed in the center of the 
chamber. Amongst the debris litering the 
floor i the hody of a monk wearing a white 
robe trimmed in ted 

















The body is that of William Menote, Patriarch 
of Fontenmere, a supposition which the players 
can easily verify by checking the portait of 
Williams Menote carried by the pary's leader. 
Within cight rounds of entering the room, 
everyone must save vs spell or flee the chamber 
fm termor. Those who stay sce a ghostly figure 
rise from the dead patriarch’s body. ‘The 
transparent igure hovers for a moment and then 
spas in a quit but eee voice, 








“Lam the spirit of William Menote, once 
patriarch of Fontenmere,.. no murdered 
Know you, mortals, tha I appear before 
you because I cannot rest. An outrage has 
‘heen committed here, a desecration 
‘beyond all enduring. The royal seal and 
scepter of Dunador have been stolen by 
the forces of darkness, These things must 
be returned. They must he brought back! 
Without them, there ean be no. corona- 
tion, and no king in Dunador, Without ur 
‘king, there can be no peace, nether forthe 
living of Dunador nor for the dead of 
Fonteamere! 














So saying, the patriarch utters a wail of 
despair and disappears, Viewing this spirit 


doesnot cause unnatural fear or aging 

‘Asim loth pouch is tacked to the bottom of 
the patriare’s writing desk It holds a clerical 
ing of spell storing with four spells: remove 
‘curse, cre serious eounds, dispel mage and 
primal hammer. The ring can be used by 
anyone and can be recharged, 


9. The Royal Chapel 





The walls of tis chapel are broken by rows 
of niches, each containing fine alabaster 
carving of one of the kings of Dunador 
Each carving stands 5 fect high, and the 
name of the king it represents ss etched in 
the wall above the effigy in the common 
tongue of the kingdom. One of the statues 
has been smashed and the nave above it 
parly seratched out, On the east wall, an 
fron grid has been ripped away from a 
recess in the scene. A finely embroidered 











purple cushion rests ona hare marble pin 
Inthe center of the aerwise empty cavity 





{tshould be clear tothe players that this isthe 
chamber that once held the royal seal and 
Scepter of Dunador. The broken statue is that 
oof King Halired 


0. 





sin Altar 





“Along, semicircular stone alar ress Tash 
against the north wall, A blue and gold altar 
cloth covers the fixture. The altar is topped| 
hy a large silver cross. There is small 
marble font next to the altar. 














The cross ix typical of Dunadorian design 
having heavy balls a the end ofeach arm. Is 
worth S001 gp. Hidden in a secret compart- 
ment inthe hase ofthe altar isa Superior Mas 
ter’s Manual of Bodily Heath. Any men who 
studies this hook is cured of 3-6 points af dam 
fge and all diseases and adds I point to his or 
ber Constitution score. complete reading of 
‘the manual requires one week, 


11 Lady Chapel 





As you are entering this chapel. you are 
Sarled by the muffled sound of a grunt 
from the northwest comer. There is a 
strong animal smell in the ir, and there 
tare coarse hairs caught in the splintered 
frame of the door by which you are enter- 
ing the chamber. 














A plant boar has recently entered this chamber 
in search of food, The creature is (AC 6: MV 
12"; HD 7 hp 46; #AT I: D 3-18; AL N), 
Trapped inside the chamber by the party's 


presence it fights to the death, 
This chamber was in the process of being 
renovated when the abbey was sacked. Seat 
folding ines the south wall. The various statues 
tnd carvings have been cleaned with a lime 
wash treatment to restore them to their original 
Color. The eid use inthis proces i not strong 
fenough for use as a weapon. In the northwest, 
tomer isa pile of rags and miscellancous small 
files and other tools. Among the rage is a 
leather pouch filled with 400 gp worth of gold 
chips used for doing gold inlay 
A careful examination of the sone and wood 
debris inthe southeast commer uncovers a mt 
tarm brace bearing a small insignia inthe shape 
ff a raven, The brice was dropped by one of 
Erin's men. It sa elue to the true identities of 
the beigands 











12. Kitchen House 





This building has been razed almost to the 
ground. Amid the jumble of charted heams 
tnd broken, blackened stones are the 
skeletal remains of hal a dozen bodies, 











The bodis are the mortal remains of four 
monks and two servants who sought refuge 
inside the kitchen house and were bumed out 
by the brgands, A careful xearch uncovers an 
pom bu ecmtalniog 40 pp und soall eles 
bua filed witha sft resin. This substance i & 
special detain. Lf applied to any poisonous 
bite or wound with eight rounds, it neutralizes 
all il eects, There are three applications in 
the bag. The detoxin may be used externally 
‘only. A'monk will know the properties of the 
fesin and a cleric has a hase chance of 60% to 
sdeniy 

chind the gutted building is « small but 
dense stand of treet. Hidden inthis tiny wood 
fs a hors, tethered to a tree, This animal, & 
‘dium war horse (AC 7: MV 1; HD 2 

bp 17; #AT 3, D 1-6/1-6/1-3; ALN). belongs 
to Menlow, the thief. In the horse's saddle 
bags are iron rations for a week, normal 
provisions fora wesk, pots, pans, clothes, and 
8 beso. At the bottom of one ofthe bags i & 
bue-cnameled copper brooch used to fasten & 
cloak. The brooch is engraved with the golden 
lion insignia ofthe Duke of Andevat 





he 
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Lusian Forest (The Darkwood) 





Open Road 


(Only if the group has fist gone to Mon 
tinelle then to the Abbey) 


1 the characters have visited Montinelle and 
been identified as hostile to the duke or other- 
wise suspicious, there is one patrol of the 
ddake's men looking for them on the main road 
from west of Montinelle to the Drake and 
Castle Inn. If the group mayes northeast on 
the main road from Fontenmere, they are ce 
‘ain to encounter this patrol which is easily 
‘identified by their livery (the blue tunic with 
gold lion ofthe Duke of Aimar). The borse- 
men fight tothe dea, They include: 





1 sergeant: AC 5; MV 24 
D 1-8 (sword); ALN 
The sergeant cartes 1-20 gp. 


4 hp 36, AAT 1 


9 troopers: AC 6, MV 24 
1-6 (lance): ALN 


Each trooper caries 1-20 gp and a sword, 


Fish 





Av 


10 ight horses: AC 7; MV 24 
cach; #AT Nil; SL; ALN 





HD 2;hp 13 


The Darkwood is a dangerous place. Ifthe 
party chooses to follow this path, t should be 
5 memorable experience. Make three wander- 
fing monster checks; one for every 15 miles of 
the groups progrese through the forest, An 





encounter occurs on a roll of | or 2 om Id, 
The exact nature of the encounter is fund on 
the Lusian Forest Wandering Monster Table, 








‘Lusian Forest Wandering Monster Table 


Roll Result 





1 Skeletons (10): AC 7; MV 12%; bp & 
cach; HD 1; #4 1; D 1-6 (short sword) 
ALN 


2 Welths(3): AC 4: MY 12724 % p18, 
22, 235; HD $43; 4AT 1; D 1-46 (energy 
‘dain, ALE 


3. Zombies (8): AC #; MV 6°, bp 9, 11,13, 
13, 14,15, 15, 16, HD 2; #AT 1; DL 
ALN 


Zombies (6: AC 8; MY 6"; bp 11, 12, 
13,14, 15, 16; HD 2; #AT 1; D 1-8 AL 


S$ Wights (4): AC 5; MV 12" 
13,24; HD 4 
sain, ALE 


hp 16, 17, 
AT 1; D 1-4 (energy 





6 Wights (2): AC 5, MV 12%; kp 22, 24 
HD 443; #AT 1; D 1-4 (enengr drain) 
ALE 





The Lusian Forest Wandering Monster Table 
i used only when the party is within the 
asian Forest 

Menlow docs not willingly accompany the 
party into the Lusian Fores. Only if bound or 
tlosely guarded does he stay with the party 
when they enter this area, However, once 
inside the forest, Menlo, realizing that his 
nly hope of survival lies with the pry. wil 
ingly throws in his lot with thems, He fights 
alongside the characters and uses his skills on 
their behalf (without ever, however, admitting 
that he has any knowledge of the forest's 
wicked reputation). As soon asthe party ise 

tt the forest, Menlow again ines to eseape, He 
dacs not wilingly visit the Drake and Castle 
Inn because of his Fear that his talkative cousin 
swll accidentally give him aay: 

‘Upon reaching the midpoint of their journey 
through the woods, ead the following passes 
to the players: 














You have been traveling through thie 
dense forest for many miles. Your horses 





scom uneasy and your ovn spirit droop 
‘8 you rie deeper and deeper into the dim 
and brooding wood. At length, you come 
tora widening inthe roadway, Inthe midst 
ff a clearing grows a huge, ancient tree 
‘whose arching limbs cast the otherwise 
pen area into deep shadow. Is twisted 
gnarled trunk exhibits numerous 
Imperfections and holes. Seattered about 
the toe bole are the skeletons, semor, and 
rolting garments of a number of humans 
for humanoids, Many of the skeletal 
figures grip rusting weapons. The air is 
deathly still and somehow oppressive 
Each of you is consumed by an 
overpowering feeling of dread 








The tree tr is the dack resting place of a 
saroaning spirit (AC Os MV 15"; HD 7: bp 36: 
1D 1-X (ouch); SA wail; AL CE), Entering the 
25-foot by 25-foot clearing causes the groan- 
ing sprit to emanate from one of the holes in 
the tee. The sight of this entity forces every- 
‘one inthe party to save vs. spells or fie i t= 
ror back down the road and out of earshot. The 
groaning spirit attacks with its chiling touch 
(On a roll of 1 or 2 on 1d6, it wails once 
Whoever hears this tele sound must saye vs. 
death or dic on the spot. The groaning sprit is 
‘immune fo cold or electricity attacks and alsa 
to the following spells: charm, sleep, aid ld 
A successful exorcism kils the groaning spit 
This entity isthe undead spirit of a female el 
jonce known as Lusian. A dabble inthe black 
ars, she brought ruination on the clven 
‘community who dvelt im this wond before the 
time of man, So wicked was she thatthe elven 
od, Rillne Rallathl, bound her to this fate 
flier death. The undead in this wood are the 
spirits of her victims, The skeletons around the 








twee are the remains of passing adventurers 
Some aspiring knights and warriors of 
Dunador, having thought to perform their site 
of passage” by riding through the Darkvwood, 
have paid for their arogance with their lives. I 
the groaning spirit is destroyed, the wood 
becomes peaceful again, 

A earetul search of the debris and qeaponry 
surrounding the tre reveals a magical shield 
1. Inside the tee trunk is a chest containing 
4,000 gp, potion of undead control (wraiths) 
tnd a magie users scroll ightning holt Abe 
base ofthe tee trunk, there is along sword in 3 
Scabbard. A detailed inscription on the blade 
identifies it as a vond +1, +2 against magic= 
using oF enchanted creatures (including magic 














lusers,  spell-casting monsters, created oF 





The Drake & Castle Inn 











The Drake & Castle Inn isthe only stopo 

for travelers along the main road between [a tunicand a heavy cloak? 

Montinel Nortblands, and also does 

a small, but profitable business serving pile 

trims bound forthe Shrine of Nevron. As the 
in they see thr 


Meniow! Hmmm, Uh, yen 1 do have a 
cousin named Menlow. No close relation 








well now, Capel Tower. No 

efust stay on the north road h 

i of taking the turnoff to. Nevr 

I take you 

tnd a pack mule tied up outside the front le. Iis right on the River Laine 

fntrance. Two horses and the mule stand apart out 40 miles north of here. Hardly 
dard hers Pat Jfistance. at’ all for gentlemen such as| | was always a miserable litle sneak 


Party investigates the animals, they [yourselves 





Yyow understand, Havent seen him in some 
time now, Last I heard, he was in 
Montinelle in the dake's service. Actually 
we all hoped that would straighten him out 
{bit but 1 don't suppose it has. The hoy 










































iscover that the two horses and the mule 
belong ta two merchants. The animale’ eaddle 
bags and packs literally bulge with linens, 
ils, cheap tinkets, and jewelry. The third 


hone camics vo sale Bags One bas com — Map 6: The Drake & Castle Inn 








1 square 10 feet 
pouch contains @ small silver ison 
ith the insignia of Fontenmere Abbey 
There are four people atthe im; barman 
chind the carving Bar wo merchants atthe 
roundtable, and a f © bath 
xp in his 

dark, hooded cloak and trying quite unsuc- 













in the southeast comer, huddle 


‘cessfully to loo inconspicuous 
+ Main Road to Montinelle 
Graf the innkeeper: ACT: MV 9"; 3: bp 22; 
AT 1;D 1-6 (club); ALN 
Treat him as if he wears leather armor 
because of his heavy serving clothes. 


In most respects; Graf isa tue neutral, His 
business depends on it, However, for gp per 

tion, he will provide the following 
Snswers (oF whatever variation seems appro- 














Pilgrims! Why certainly, good sins. Pil 
grime are someting one sees 4 lot af a the 
Brake a Castle, Why, just abit over aw 
ago I had one rather curious party 
Gather "way" to Nevron, of co 
Nothing unusual in chat, but they Seemed 
too fine to be common fk, More like 
Foyalty, if you catch my de 














Riders! Why nove that you ask, there was 
‘one rather la ‘of riders that passed 
by last week Why yes. In fact, it was Just 
hour ar so afer that party of pilgrims L 
fold you about. Very strange business. | 
Femiember, because, you sce, they didn't 
opin here. Unusual. This being the only 
between the Three Feathers and the 
Bre up by Coldwater in the 
Northlands, ifs not often that a party just 
fides on by. Something else unusual, too 
Hot weather last week. Very hot. But they 
were all bundled up in heavy cloaks, and Booths and Tables 
Under the cloaks you could se blue tunics 
Desking out as they rade. Now, 1 ask you 
{who, in that ‘kind of weather, wears 


























Large Round Table 





The Road to the Shrine of Nevron 





IC Menlow is present with the party, he ties 
(by hand motions or facial expressions) to sig- 
nal Graf to help him, but Graf assumes that his 
blacksheep cousin’ is in on some secret 
business and is indicating that he would lke to 
have his pretence ignored, Thus, he stidi- 
tusly pretends not to recognize Menlow until 
‘openly conftonted with his presence. Under no 
‘lreumstances des Graf help Menlow escape. 


“Merchants (2): AC 7; MV 9" F2: bp 10,12: 


#AT 1; D 1-6 (short swords): capes and 
leather tunics; AL N 


Between them, these two merchants, 
and Swaine, cary 115 gp. They are traveling 
to Montinelle from the far north to da some 
business. If questioned, they remember hav 
ing yesterday. seen a motley band of hard- 
riding horsemen who passed them heading 
north on the main road just this side of the 
River Laine. The incident ticks in their minds 
hocatse the riders looked like brigands, eas- 
ing Fenn and Swaine to take momentary fight 
and hide in some bushes, @ state of affairs 
‘which both men aow view with ruil humor. 

Te the players do not at frst catch the signifi 
cance of the merchants! story, make it clear 
that the group of riders they are describing 
‘were nothing like those described by Grat 
Grat's group appeared to be soldiers of some 
sort, while the merchants’ group seemed to be 
brigands 

The soldiers were the Duke of Andevar's men 
Who seized the prince. The second group 
(erigande) are Lord Erin's men who sacked 
Fontenmere Abbey and made off with the 
royal seal and scepter af Dunador. The Duke's 
men have ridden north of the River Laine 
‘while Edin men are atthe Capel Tower, 











Harkin: AC 4: MV 12"; Te hp 21: #AT 1; D 
2-9 (long sword +1);AL E 


The man in the comer is a thief named 
Harkin, a member of Edria's group of "beig- 
ands" that sacked Fontenmere. He wears 
bracers of defense AC 6, a leather jerk, and 
caries 40 gp in a pouch around his waist. As 
oon as the characters begin to question the 
thers, Harkin makes as if to leave the im, 
Finding the group suspicious, he intends to 
ride to Capel Tower and inform Edrn'schiet 
henchman Mendal Secord, about the group's 
presence in Andevar If questioned er con- 
fronted, Harkin attacks without waming, 
trying to cut a way clear to his horse which is 
tethered outside. If unable to escape, he fights 
to the death. However, an ESP spell reveals 
that he one of Erin's “brigands” and that 
the royal seal and scepter of Dunador 








are at Capel Tower He does not know where 
the prince i 


Layout of the Inn 


Stools stand in front ofthe semicircular bar 
Behind the hari tall shelving unit stocked 
with all ypes of wines and spits. Under the 
bar are several casks filled with ale of 
various quality. Graf also provides bread and 
cheese to hungry wayfaers. Drake & Castle 
prices: ale 17 ep, beer 8 cp, mead 8 sp, wine 
10 sp, other spits 12 sp a glass, and Gras 
ploughman’s lunch of bread and cheese gp 
‘Grats room is atthe back ofthe inn throagh 
a door behind the ba. The chamber contains 
4 bed, table, and two struight-back chairs 
fand a pair of footlockers, One footlocker 
Contains adds and ends of clothing and 
personal items. The other Footlocker con- 
fhins a suit of chain mal armor, a sbield, and 
a long sword +1. Grats life savings are 
Secreted in an old chest iden under the hed 
‘beneath the floor boards. The chest contains 
200 gp 400 sp, and 2,000 ep 

‘At the back af the inn, tethered in a sort af 
lean-t, is Graf's old horse 











Horse: AC 7; HD 2 +2; MV 18"; bp 9; #AT 
Nil ALN 


AA sull, free-standing enclosure behind the 
inn contains about two dozen chickens. A. 
‘got is tethered toa nearby post. 





Leaving the Drake 
& Castle Inn 


Before they leave the inn, Graf repeats his 
instrutions for reaching Capel Tower. I the 
characters ask about the Shrine of Nevron, 
fhe informs them that travel on horseback is 
not possible in the higher reaches of the 
Veronian Mountains. Graf sells the 
characters any provisions they need at 
‘normal pices 











If the character proceod to Nevron, rea! this 


passage to them, 








From the turing in the main road, the 
small track to Nevron winds ts wey along 
forested foothill rich with the scent of 
pine and fir tree. As the path winds ever 
higher up into the Veronian Mountains, the 
gently rolling hills give way to steeper, 
‘ranite-faced cliffs and misty hollows, 





When the characters reach a spot about 10 
miles due southwest of the shrine, read this 





passage 





[As the tail continues to wind up the steep 
sides of the mountains, the footing 
becomes more and more treecherous and 
uneven. You approach an out-jtting lip of 
rock, forming sort of natural shelter, 
Ahead. you ean sce that the path narrows 
‘weaving in and out between cowering rock 
formations and ascending abruptly. 














At this point, mounted progress is no longer 
possible. You should point this out to the 
characters and suggest that this isa good place 
to tether their hors in relative sey 

For the last 10) miles, the characters have ta 
limb shout 2,000 fest to reach the sine at an 
‘levation of 6,000 feet, As the party passes 
through the wooded area indicated on the 
Shrine of Neyron map, they are surprised by a 
marauding cave bear whore disposition has 
heen unbalanced by the coming of spring 
Driven into a frenzy by its derangement, the 
be fights to the death 









Bear: AC 6, MV 12"; HD 6 © 6: bp $5; #AT 3 
D8, 8, 1-12; SA hugs for2-16;8 L: ALN 





AF the characters search the vicinity, they find 
the bears den 6 fest dae east ofthis encounter 
location. Among a pile of bones near the cave 
mouth is rotting. leather satchel, Barely 
contained y the rotting material i a cache of 
sold noggcts worth 300 gp. thie ove of an 
tinfortunate dwarven miner who fell victim to 
the bese 





The Shrine of Nev 








After climbing many hundreds of 
the narow path a last you came toa level 
area like a small plateau surrounded by 
Steep-taced clifls. At 

natural basi isa large eave mouth 20 fet 
‘wide and 10 feet high, In front of the eave, 
anchored atop a lage, fat rock, is across of 
Duinador. 


fe north end of this 











The crows is made of oak and sunk part way 
into the rock 

‘characters from entering the cave mouth. Once 
they dos, they se the following: 


There ie nothing to keep the 





From the eli 
cave with im 








wvater the 
Dimly visible inthe darkness is a 
{etal rock formation by the noth wall A 
fountan-like stream of water gushes forth 
from the rock and tumbles into a eaichpool 
in font. Thousands of tiny lights wink and 
sparkle in the erystal rock formation lke 
so many imprisoned fireflies 


nates throughout 




















The characters may approach the rock and 
fountain at 
As the characters are about to leave 








(or whea anyone tarpers with the crystal), a 
shaft of golden light emanates form inside the 
tnjstal rock. Characters of neutral or evil 
flignment are instantly turned from the cave 
Characters of good alignment experience the 





following telepathic communication: 





Listen sesker, for I am the Oracle of 

rm and I kanw why you have come, 
You seck the true ler to this kingdom. He 
isin grave danger. Look for him in the west 
‘where the waters Hoye. where the bird 
meets the lion 























Having suid this, the oracle is silent, and the 
‘dd golden light fades into darkness 

The last two lines of the oracle’s mesage are 
references to Griffon Castle (griffon i= par 
birt and part lion), I also has a double meaning, 
referring to the lion symbol of Aimar and the 
raven symbol of Lord Edrin, the evil alliance. 


Drinking the Water 
of Nevron 

Any clerics of good alignment who drink 
water improve their Wisdom scares by 1 
However threaten, they also become lawfl 
godin alignment. 

The leader of th 

rultclass of 

















oup, if a fighter or fighter 
Slignment, may improve his 
Strength score by 1 by 











drinking the water: Once again, though, this 
characters alignment changes to lawful good, 
if applicable 

Paladins wo drink the water add 1 point to 
bth Wisdom and Strength scores. 

Individuals sufering an alignment change as 

of N 

reine, af described on page 
25 of the DMG. All characters who drink the 
waters are considered to have sulfered an 








a result af drinking the w ron los 








involuntary” alignment change, even if they 
have observed the waters’ effect on those who 
drank before them. Characters will have their 
ability scores or alignments afected only once 
by the waters of Nevron in this adventure 

Persons other than those mentioned above 











rcither benefit trom drinking the water nor 
suffer an alignment change from doing so 
Persone of evil alignment, however, fel naw 


seated ater drinking 











Map 7: The Shrine of Nevron 
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The Capel Tower 





The Capel Tower i fortification located 
three miles youth ofthe River Laine. As part 
fof Dunador's nonher defense, the tower is 
under Duke Aimar’ jurisdiction, but subject 
to royal policy and use. Currently, as pan of 
Edrin's and Aimar’s secret alliance, Lord 
drin's men are using Capel Tower as their 
base of operation in Andevar All ofthe tow- 
eft occupants are human, and all are in 
Edrin's service except for the steward, the 
kitchen servant and the turkey, who are 
Amar min, 





Roster: The Capel Tower Roster lists all 
sguands atthe Capel Tower Each guard wears 
1 dark gray tunic emblazoned with Edna's 
black raven device 


Capel Tower Roster 








CClass/Level AL Weapons Combat Bonus Armor AC bp 
F4 LE sword, bow I with bow chain & shield «S33 
FS LE sword, bow chain shield = 4 
F3 LE spear crossbow +1 with X-bow splint 6 2 
F2 LE spear sword ng 7 4 
4 LE. sword, crossbow chain 6 8 
FS LE axe. sword with axe Teather aM 
4 LE axe mace chin shield 636 
F2 LE axe, daggcr chin shield = 4417 
FS LE word, thal with sword splint shield 321 
FS LE how. dagger with bow chain 6 
FS LE how. mace I with bow Splint 6 
FE LE bow, sword chain 6 
F3—LE bow, sword I with bow leather 1 
"4 LE sword, spear chin & shield 5 
FEE crossbow, mace +1 withX-how ng 6 
FS LE bow, dagger with bow chain 6 








ach guard caries 2-40 sp and 1-10 gp. Sts 
tion these men-at-arms ay needed, consistent 
vvth the encounter descriptions that follow 
Capel ‘Tower sits only a few hundred feet 
west of the main rood, facing east toward the 
mountains. Constructed of large blocks of 
mossy limestone, its square mass is sur 
rounded by a IU-ioot-deep,weed-<hoked moat 
fed by an underground spring During daylight, 
the rawbridge is down, but 40 is the 
portals. At night, the drawbridge is up and 
overs the entrance arch 
The tower steward and four men-at-arms are 
alivaye at the font entrance, they stop and 
fuestion anyone secking entry. Ifthe charac 
ters arrive at the Chapel Tower unannounced 
and state that they have important inform 
ation for the tower’ commander or devise & 
similar story, the steward lett them in 
Otherwise, fe sends them on their Way 
Persistent atlempts to get into the tower after 
having once been denied entry results in arow 
attacks from the walls. The men at Capel 
Tower are ina constant stale of combat 
readiners 
IT Harkin the thi fom the Drake and Castle 
fan, arrives at Capel Tower before the pasty 
he informe the guards of the parry’ presence 
inthe area, In this case, wen the characters 
arrive at the tower, its occupants invite them to 
enter and amibashes them in the courtyard (2), 
The tower's parapets are 40 feet high and the 
four small guard towers are $4 fect hgh at the 
comners. At any one time, there is one guard in 
tach guard tower and two guards patrolling 
the open-air parapets atop the walle of the 
main tower. In the event of open hostilities, 
mobilize all the men-starms in a way 
consistent with an intelligent and spirited 
defense of the tower Ten of the guarts. for 
instance, have erosshows or bows. These men 

















Wwould naturally fire amows from the walls or 
ture ops 


The Moat 


The moat contains six giant lesches (AC 9; 
MV 3" HD Iz hp # each; #AT 1; D 1; SA 
drain blood: ALN). The leeches attach 
themselves toa victim (1-f)and drain one point 
‘of blood per round until knocked of or killed 
There is only a 1% chance that the victim is 
aware of the creatures) attck because of the 
leeches’ anesthetizing saliva. There is a 50% 
‘chance tht the bite causes diveate which, if 
Tel nized, i stalin 2-5 weeks, 





Capel Tower: Level I 

1. Entrance and Gatehouse 

There are four guards on duty behind the 
lowered portculis. Any attempted intrusion 
causes them to summon Sigmund, the tower 
Steward, from his office (5). Sigmund is (AC 3 
MV 0" Fa hp 28; #At 1; DL-8 (oword): AL 
LN), He wears no livery. Instead, the 
breastplate of his fine plate mail armor is 
emblazoned with Duke Aimar's golden lion 
insignia. He earries 1-20 gp in a pouch and 
‘wears a silver chain of office around his neck 
‘pai of winches inside the gatehows 
the drawhridge and portullis, 











2. Open-Air Courtyard 
Many covered water barrels stand near the 
walls around this courtyard. The walls are 
pierced here and there with narrow windows, 
There ae no other features af noe 


‘3, and 3b. Stables 
Thre are [4 horses at the tower, seven in each 
stable, Each stable contains 10 smal, cramped 
sul. 


4. dailer’s Office 





A shriveled lite old man in an ancient suit 
ff leather armor sits at « rougl ook plank 
desk against the wet wall He halthearey 
sharpens a rusty-looking short sword Inthe 
floor next tothe west wall is am open trap 
door. 











The aged gentleman ix Oswald, the turkey 
He is (AC 8; MV 6°; F4. #AT 1; D 1-6 (short 
sword): AL LN), Around his neck he wears 3 
Pouch conizining 1-10 a and a lenge key 
Which unlocks the door to the dungeon below 
Being s0 old. Oswald would rather sound the 
alarm than fight If unable to summon help, he 
tries to surrender if looks a if hie life might 
be spared 

A spiral staircase leads from the trap door 10 

1 dungeon below: A deep drawer inthe desk 
holds irom rations and a halt-empty flask of 
rica. 








DL, Dungeon Level 





The spiral sairease Toads to a dank 
limestone coridor,featurcless except for a 
heavy door at its eastem end. The do's 
oak planks are pierced by a single barred 
window 











Behind the door ix a cell holding a pair of 
simple farmers, incarcerated for being late to 
pay ther taxes I questioned by the character, 
the farmers are unable to provide meaningful 
information. However they indicate that they 
now someone who can be of more help: Eli 
the huntsman, considered by the local 
peasantry to be the wisest man north of 
Fontenmere. According to the farmers, Eli 

















6, Barracks 











7. Marracks 
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The Capel Tower 








Capel Tower: Level I 


9, Storeroom, 
The doors to this storeroom are locked, 





The floor af this room i amply occupied by 
six upright barrels, Against the walls are 
racks filled with scaled 








Three barrels hold wine; the others hold 
drinking water. There are four kegs cach of 
ale, brandy, and mead. ‘There are no spiral 
Stairs in this room. The tap door inthe oor is 
lacked from below by a dead bolt 


10, Cookhouse 





large, grimy brick aven occupies the 
forth wall Its flanked on either side by 
stack of mealy bags. The south wall is 
lined ‘with scarred wooden 
eneath them are a number 
bins stulfed with fresh vegetables, All 
manner of cooking utentils liter the 
counters and hang from heavy iron hooks 
in the ceiling beams. Standing at one 
rman in brecches, sbi, and 





‘of produce 








commer i lt 
‘loth apron. He is sing a cleaver t9 bone @ 
brace a hares, 














The mealy bags contain flour and gran. The 
rman with the cleaver is Dewey, the hows 
hold servant and earctaker assigned to Capel 
Tower by Aimar. Dewey is a simple-minded 
bat good-natured soul wha neither fights nor 
raises an alarm. He speaks with the parry 
happily and at length, but he knows absolutely 
nothing of importance..not even the exact 
number or whereabouts ofthe guards, 








11. Servants! Tower Room, 





This isa mean, dirty chamber, harely r= 
gnizable as a human habitation. Is enly 
furnishing is a pair of cots sot against the 
noth wall. Four three-pronged grappling 
hooks with their coiled ropes attached 
hang from an iron bracket set into the west 
wal, In the northeast corner is a sack of 
lumber. A spiral staircase leads to an unse 
cured rap door in the ceiling. 














This chamber is the servants quarters for 
Oswald and Dewey. Under each man's cot i @ 
bap of clothing and one or two meager 
personal postessons, The ack under Osvwalds 
or contains 4-80 cp and 2-12 sp. Each of the 
srappling hooks on the west wall have $0 feet 
tf rope attached 

The spiral staircase leads up to room 18 and 
down to room 7 


12, Guards’ Mess 





‘long, wood: plank ible, Qaaked By a pair 
ff benches, occupies the center of this 
room. It is set with sixteen mugs, plates 
and cutlery sets, A tiredlooking, old hound 
is asleep under the table near the north 











IF it is diane time (6 p.m. t0 7 pam.) and no 
alert has been sounded, eight of the tower 
guards are seated at the table, making inroads 
in the savory contents of a couple stew pots 
and three pitchers of ale. If there has been an 
intruder alert or the tower guards have been 
mobilized for any other reason, this mess is 
cept 

The old hound is (AC 7; MV 15 "HD 1 +1 
hp 6: #AT 1; D 1-4; AL N), His name is Bo, 
Far too old to be much ofa threat, Bo will, in 
most situations, simply watch the action. He is, 
however, devoted to Dewey, and attacks ithe 
simple-minded serving man is threatened in 
his presence Bo aso fight in self-defense 





13, Guards’ Ale Room 





Four small, square tables, cach with «wo 
chairs, surround the spiral staircase in the 
feeter of this chamber. There is a deck of 
playing cards om cach table. A large ki 
ith a padiocked spout i chained to an iron 
erale set in the sont wall 

















If no alarm has been sounded and the guards 
fave not been mobilized, two guards can be 
found relaxing in this fom. ‘Though fully 
armored, they are not armed. The pad locked 
keg holde ale. Only the captain (1) has the 
sey. 

The spiral staircase leads up to room 19 and 
down trom 6 





14. Forge and Repair Shop 





Tage iron forge, now cold, Pale ito 
the center of the south wall There are sev- 
tral. work benches against the north wall 
Each is covered with dazens of weapons 
bows, spears, swords, and axes-all in 
varying states of disrepair. Two heavy 
leather blacksmith’s aprons hang from 
hooks in the south wall nest to the forge. 
large bellows, a shovel, and a pair of long 
fom stokers hang from spike act in the 
out wall east ofthe forge 











East of the forge, atthe base of the south 
wal, is a secret compartment hidden behind 3 
loose stone. Tucked inside isa long ease con- 
taining. an ancient compasite short bow 1 
Long hidden in its moisture-proof case of 





Taequered wood, the bow isthe private project 
of a long-dead craftsman once employed atthe 


15. Captain's Tower Room 





Tho leashed hunting dogs are asleep on 
comm mats near the south wall. As you ener, 
they avaken and growl. Ona table nea the 
cast wall isa double cage containing a par 
fof hunting hawks. A spiral stairease 
dominates the center ofthe room, 

















The doge are (AC 6 MV 12": HD 2 +2: hp 
13, 16; #AT I; D 2-8; ALN). They have been 
trained not to attack humans, even if 
unleashed. However, their growling has a 
(60% chance of alerting the occupant of room 
16 (i present). The hunting hawhs are (AC 7 
MV 24": HD 11; hp 6,7; #AT 3; DIV 1-a/1- 
6; ALN). Only the captain can handle the 
hawks, and if released, they atack all those in 
the room except for im 

The spiral stirease leads up to room 20 and 
dwn to 00m § 








16, Captain's Chamber 
The daor to this room is locked 





A wide, comfortable-looking bed is set 
against the west wall, Beside i resting on a 
tiled night table is a small chest. A tall 
clothes cabinet stands against the east wall 
Heside the cabinet isa small writing table 
with one chair. A decanter and one glass 
‘ecupy the table 











There is 2 60% chance that the captain is in 
his tom (day or night) unless the tower is mobi 
lized for battle. At night, the captain is AC 10 
(sleeping). Otherwise he a (AC 3; MV 9"; FS, 
hp 44; AT 1; D 1-8 (eword); AL LE), He wears 
Plate mail armor under a gold-trimmed, gray 
funic emblazoned with Erin’ black raven 
device. He carries 1-20 gp in a belt pouch 
together witha set of key oe to his on oom, 
fone to the stereroom (9), and one tothe padlock 
fon the ale keg in the guards’ mess (3). The cape 
{hin investigates any disturbances in. any 

eneral alarm of large-scale melee. 

The locked chest holds «sock of 20 pp and a 
small box that contains a god necklace (100 gp) 
The back wall ofthe locked clothes cabinet ix 
fitted out with a weapons rack containing a 
heavy crossbow and a quiver of 10 bolts, a lance, 
‘spear and a shield devorted with Erin's black 
raven devioe, Four shire and tics alo bearing 
the black raven hang fom a dowel st high inthe 
cabinet At the cabinets base is « small locked 
chest holding assorted papers and service odes 
One paper empowers the captain to. take 
command of the gamson at Capel Tower. The 




















onder is signed hy Lond Edrn and sealed with 
the black raven symbol 

The decanter on the writing tble holds ene 
pint of fine quality brandy 





Capel Towe 


17. Assassin's Chamber 





T large bud rents again the east wall of tie 
umber. Against the south wall is 
foot high, glassdoored cabinct Atop 
the cabinet isa small ches Against the noes 
wall isa desk and chair An open fntlocker a 
Pstionel heen the desk an hed. 














The door is lied from inside: itis 40 bp. Any 
tempt to open it alerts the room's occi-pant, 
‘nd actually opening the door by any’ means 
‘causes him a trigger two crossboy traps which 
fire at the doorway. The frst two characters 
crossing the threshold are automatically bit 
toch takes 1-6 points of damage fom the bolts 
land must save vs. poison to avoid the deadly 
tlfects of the poison smeared on the bolt rps 
Failare to save results in the victim's death 
‘within 10 rounds unless remedial action 
(neutralize poison, slow poison) is taken 

The crossbow traps ae loeated under the bed. 
and angled up to the doorway. Two fine 
threads attached tothe triggers leadout to the 
side of the bed so that anyone Iying on it can 
trigger both crasbows by pulling the threads 
The discovery ofthe threads should be a clue 
to the character thatthe crossbows have been 
anual fred, 

The occupant of the chamber is currently 
invisible. He is Mendal Second, an assassin 
tnd Lord Erin's chief henchman in Andevt 
(AC MV 12": AG: hp 31; #AT 1: D by 
‘weapo: SA poisoned weapons: AL LE; $18 
Tin, W 13D 17, C13, ch 13), He wear 
racers of defense AC 5,2 cloak of protection 
‘and a ring of inisbiiy (actually «ring of 
spell storing with five invisibility spells. 
Second gencrally uses a poisoned dagger +2 
tnd a short swore 
Tn this situation, Secord has become invisible 
in order to escape from the chamber. His 
primary objective and one which overrides ail 
bther concems, isthe assassination of Prince 
Edmund, In an instant, he has determined that 
the party of intruders is too formidable to deal 
with and that attempting t do so would 
needlessly delay his getting to Edmund, 
Secord does not interfere with the party’ 
search and presumed looting of his chamber 
Rather, be remains invisible and retires tothe 
tower halls to observe the characters while 
they remain in the structure, When they leave, 
Second tries to follow them unobserved until 
they each Griffon Castle 
‘Whea following the group, Secord assumes 

















the guise ofan old bepgur ruse which he ties 
to keep up even if accosted and questioned by 
the pany. If pressed, he uses his ring to escape 
again. See "Ending the Adventure 
information on Mendal Second 

The glass-doored cabinet olds assorted 
chemicals and substances used for making 
Poisons. There are two small vials in the 
Cabinet that contain a poisonous resin for 
fipping weapons 
The chest am top ofthe cabinet is locked, The 
key to the lock ie sinang on a cond around 
Secord!s neck. Any attempt to open it without 
the key releases a charge of dust of sneezing 
land choking, “Anyone within a 10-foot radius 
of the chest must save vs. poison or dic 
immediately. Those who save are disabled by 
‘choking for 5-20 rounds 

The interior of the chest i linc with black 
velveteen, Pillowed inside it ia lange, white 
chamois bag, tied at the top with a purple 
silken cord. Inside the bag is a solid gold, 
ruby-encrusted scepter and gold and silver 
hall, eight inches in diameter, that bears a 
crown image over a ruby-studded cross of 
Dunador, These items are the rayal seal and 
scepter of Dunador. Altiough they are in one 
sence priceless, if sold om the blacle market, 
cach ifem brings 6,000 gp, All the characters 
recognize the seal and sceper. 

Lifting a flap of the chest’: velveteen lining 
raises a false bottom, revealing a small space 
in which the characters find a sack holding 
000 gp. 

The single drawer in the desk is locked 
Inside, hidden behind a false panel atthe rear, 
is a small metal box containing ovo bottles 
‘One bottle holds a potion of levitation; the 
other holds a potion of gaseous form. The 
writing materials on top of the desk are 
cary 

The open footlocker holds « cape similar to 
those commonly worn by local brigands, a 
leather satchel containing six throwing 
daggers, and a small wooden box containing 
10 pison-tipped crossbows bolts. 











16, Northwest Turret 





Tivo large taveling trunks Sit against the 
north wall of thie cakmber. A spiral stir- 
ase leads toa trapdoor above 














‘One chest holds 10 dark hooded capes and 10 
studded leather jerkins similar’ to. those 
affected hy many of the local brigands. The 
‘ther chest contain ste leather arm braces 
fand 10) pairs of heavy boots, also typical of 
brigand garb 

The spiral staircase leads down to room 11 
and up tothe open parapet atop the tower. The 
trap door not secre, 





19, Southwest Turret 





The southwester are of this room's wall 
contains an iron rack holding. a score of 
long, spiked poles with a y-shaped head at 
fone en, A stall Fireplace is set into the 
west wall, Next to iti a small table with a 
flask and six clay cups resting en top. A. 
spiral staircase leads toa trapdoor above 








The poles are sed to repel ladder assaults on 
the tower The spiral staircase leads down to 
room 13 and upto the open parapet atop the 
tower The trap door isnot secured. 


20, Southeast Turret 








1 ige cauldron hangs from a spt over @ 
lange rept in the south wall, There is 3 
large pile of dry cord wood! on the floor on 
wither side of the pit A pair of deep, iron 
ladies rest aguinst one of the wood! piles 
Spaced evenly along the walls of the cham 
ber are eight wide barrels. spiral staircase 
lead toa tap door above 











The barrels contain flammable oil which 
when ested in the cauldron, ie used for 
defense, ‘The hoiling oil ix dispensed by 
means of the ladies into the dozens of wood- 
handled iron buckets which hang from hooks 
in the walls of the parapets. The towers 
defenders then burl ‘the’ contents of the 
hhackets at those trying to scale the walls. 

As the parry moves north to the River Laine 
they reach a messy limestone span koown to 
the’ locals as Barbarian's Bridge. A. sign 
proclaiming this fatto one and alle nae 
fn elm tree near the southem entrance to the 
span. The bridge i 200 feet lng and 15 fect 
Wwide-Its three stone piles are set deep in the 
Fiver bed and linked by carefully joined stone 
arches capable of bearing even’ the heaviest 
trafic. Below the bridge surice, the white 
water of the Laine, sometimes as much as 30 
fect deep tears angrily at the impervious 


Barbarian's Bridge 


As the group begins to cross the bridge, they 
ae surprised by the appearance from a nearby 
copse of tres of'a dark ner ona black horse 
He is accompanied by four other riders 
‘wearing dark Brown cloaks. The dark rider is 
Kirkroy, the Duke af Andevar's champion 
(AC 3; MV 9Y/I8"; P6; hp 48; #AT 1; D 2.9 
(long sword +1), ¥8 (lance +i), AL LE). He 
wears a plain, black tunic over splint armor 
tnd carries a small jousting shield. At his belt 
isa small pouch containing 360 gp and ajew- 
elled dagger worth $0 gp. Around his neck he 
‘wears gold medallion engraved with Aimar's 


























Eli's Cottage 





golden lion insignia (50 gp). 

Kirkroy rides a medium war bi 
MV 18% HD 2+ 2cbp 17: #AT 3D L414 
13; SL:ALN) 

Kirkroy’s companions are (AC 4; MV 12" 
1s"; Fas hp 24, 26. 29, 34; #AT 1: D 2-5 
(heavy crossbow), 1-6 (short sword): AL LE) 
The heavy crosshows ean be fired only once 
every #0 rounds, They ride medium horses 
(AC 7; MV 18% HD 2 +2; hp 12, 13, 14, 16 
#AT 3, D L6iL-6/1-3; AL N). Beneath their 
brown capes, these riders wear blue tunies 
emblazoned with Aimar’ golden lion device 
ver fine chainmail 

Kirkroy and his men have been placed atthe 
bridge by the Duke in order to caver Aimars 
move to his new base of operations ar Griffon 
Caste, 

As soon as the party begins to cross the 
bridge. Kirkroy rides out of the woods and 
zallops up to the center span where he awaits 
the party: Upon meeting the characters en the 
bridge, he tells them that it i impossible for 
them to eross, He dacs not tell them why IP 
they insist on trying to cross, Kirkroy chal- 
lenges one of the party's fighters to single 
‘combat with horse and lance. He proposes that 
the winner and his parry may proceed as they 
will: the loser mast wir. 

‘Naturally, Kirkroy and his men have no 
intention of honoring any such agreement, His 
men attack a5 soon as the joust is over 
regardless ofthe result If the eharaters do not 
agree to Kirkroy's terms or leave, he and bis 
men attack immediately 








Ranning the Joust 
Only combatant ar allowed onthe bridge 
Only one attack i allowed for each mounted 
pass Make normal iniitve roll 4 hit 
Tit 

On roll of a natural 20 taht, a opponent 
most save vs. poison or be knocked fis 
Sr her mount 

Amouned combatant has a 
fn opponent on fot 
Ambnted opponent has 2 +2 chance ta hit 
3 mounted opponent's hors with Awe 
face al or ether all weapon, 

On oll o's nara It hits combatants 
Tance sak on spac. ‘he fighter may st 
nother lance sf it sons prove them at 
thei end ofthe bridge 

A snounted combatant using a sword, mace 
fad or other small weapon cant hit 
toute combatant using a ance 

CCombst continues, mounted oon fot, nti 
‘You must establish satsics fo the player 
character hore F 


2 chance a hit 








Ultimately, Kikroy and his men neither give 
nor accept a quart. If captured through ente 

Prising means, they refuse to give information 
upon pain of death. An ESP spell, however, 
reveals that the prince teat Griflon Cate 





A well-trden path runs west along the River 
Laine from the north side of the bridge. 
(Clearly visible in the mud of the tack ate the 
recent imprints of horse hooves. Two miles 
from the bridge, the path reaches a thatck- 
roofed cottage perched alosg a low hank 
beside the Laine. The splintered wreck of a 
small boa is ed up toa pier near the front of 
the cottage. The front door of the dwelling is 
closed, but not locked 

The interior ofthe dvelling i a single 30-foot 
by 30-fo0t room, tsar is thick with an-mal 
smells, and there are dozens of firs and skins 
nailed to the walls or strewn about the floor as 
rugs In places, these have been tn fom their 
hooks of kicked up trom the floor as if in a 
scuffle. Many of them have been torn or 
slashed. In one comer of the cotlage are the 
masked remains of a hed and @ chest. Tom 
Clothing and broken tools and cooking uten- 
fils are scattered everywhere ina iy that sg 
gests deliberate vandalism, 

Except for Eli's hidden treasure trove of 75 gp 
(hidden in a box in a cubbyhole under one of 
the rafles in the nod wall), nothing in the 
cottage, including the many animal pels, has 
escaped damage. A careful inspection of the 
floor reveals « pool af congealed blood to the 
right of the door. OF Ei, however, there is no 

The solution to this riddle s, of course, that 
Eli was an eyewitness to the passage of the 
duke and his prisoner along the path from 
Barbarian's Bridge toward Griffon Castle, Not 
wishing to leave any embarrassing luce 
behind, Aimar ordered Kirkroy to take a squad 
af men tothe cottage and dispense with the old 
hunter in such a way as to make the munder 
Took ike the work of brigands, After savagely 
attacking the aged Eli and ravaging the 
cottage, Kiskroy and his men left their vie- 
tim for dead and rade om to take wp their guard 
at the bridge. But Kirkroy did not count on 
E's good standing withthe forest community. 
‘Once the atackers let, wood spirits arrived at 
the cottage, took care of Elis wounds, and 
carried him off to heal in a secret forest glen 
far north of the river, 

‘One of the sprites, » bold youngster named 
Toughnut, stayed acar the cottage to keep an 
‘eve on the place. This tiny sprite is (AC 6; MV 
STIS" HD 1; bp 6 #AT 1: D 1-3 (how), C4 
(sword): $2" AL NG). Toughnut, curently 
invisible, is now hiding just east of the cot 
tage's font door. 

Using his abilities, Toughnut determines the 
characters alignments as soon as they arrive 
but he will sll be unsure of why they are in 
the enttage, end so, will bide his time. If Elis 
treasure is taken, Toughnut fires a warning 
arrow dangerously close to the head of 
whomever has plundered the trave. Toughnut 
then imitates Eli's booming voice, saying, 























Thieves and robbers! Have you no shame 
that you would steal the few pathetic coins of a 
poor ld man! 

the characters take the hint and give up 
Eli's treasure, Toughnat is better disposed 
toward them. If they refuse to give up the 
treasure, he makes its surender a condition 
for giving the characters any information 





After inquiring as to their purpose the sprit 
using his natural voice, explains Elis fate and 
fives the Following information: 





“The ene you seck is gone, Only afew days 
the young prince was taken west by 
the "golden lion” the one called Aimar 
El knew of this, He saw He told us that 
they could only he going to place that he 
called ‘the Gnilfon’ Ely was troubled by 
this. but the black ones came before he 
could da aught but tll us of his worry. We 
Snow nothing of the ‘Griffon’: we do not 
travel much. But this we ean el you just 
itwas told us by El. lis in the west, this 
plac 
files The waters ofthis river flow west 
Follow them by the river side, you wil 
(rf you be sailors, thre is another way: 
Hidden inthe tees by the river is another 
boat Take it and be on your way. This 1 
think that Eli would want 











Down the river over many of your 











So saying, the sprite retires to the woods 
The other boat iv hidden in the brush, 100 
Feet west of the cottage, It a flat bottom 
scow. 18 fect long and 4 fet wide, and has 2 
‘land a adder. Even if the player characters 
fare nor accomplished sailors, the rivers cur= 
‘ent caris them to Griffon Castle. They only 
have to steer with the radder and use the rs 
te slow their vessel. The hoa is omy enough 
forthe party and all thir gear, but thei horses 
must be tethered and lett hy the river I the 
players decide to float down the rive, the voy 
age is without incident 

If the party takes the north riverside track, 
make the ustal wandering monster checks. 





Griffon Castle 





Gatfon Castle is a secret stronghold set hack 
bout 50 feet fom the north bank of the River 
Line and surrounded by a dense wood. Few 
feven know that it sil exist Years ago, the 
Duke took the isolated castle from a robber 
baron wha refused to swear fealty and mend 
his ways. Though the castle was ruined in the 
fighting, Aimar has, over the years (and espe 
cially since forming his alliance with Edrin), 
Tabored patiently and in secret to pur st back 
into reps. Since so few are aware of Aimar 
secret project, the site makes an ideal hiding 
place forthe captured prince 

Apart from the retainers, 
pets.” and the duke, the castle is garrisoned 
by 20 men-at-arms, All these human fighters 
wear scale mail armor and black-plumed 
helms. Each i equipped with a crombow, a 
Jong sword, and a sbicld. When using thelr 
crossbows they are AC 5. None of this equip 
‘ment bears any insignia. The Griffon Castle 
Roster indicates the guards who are presently 
in the cate 

Position these men as follows: at any time, 
day or night, there are 16 guards on duty; four 
‘others are asleep in barracks room §, Seven of the 
1 guards on duty are stationed im the towers, 
fone guard atop each of the seven open-air tu 
ets. Each open turret is equipped with a heavy 
crossbow (1 shot!2 rounds, D 2-8) that hangs 
from a hook driven into one of the turret’: 
rerlons. The other nine guards ae positioned as 
indicated inthe following room descriptions. 
Currently the entire garison is on ale the 
siscovery of any intrasion causes the mobilza 
tion of the captain and all the guards except 
those in room 20, 








ants, sundry 




















Entry to Griffon Castle 
The party can enter the east in two ways 


1. By finding the traitors gate (next to room 
15) alter a covert search of the outside wall 
Such a search is not possible in daylight in 
view ofthe towers above 





2. By an open (and very foolhardy) attempt 10 
Assault the walls or main gates. nthe event of an 
fpen attempt, mobilize al th 

Gritfon Castle and organize an 
The tops of seven of the eight towers are 
csquipped with bells for use in sounding an 
alarm, 


Griffon Castle: Ground Level 


1. Southwest Gatehouse 
[As befits border stronghold. Griffon Castle 
is blessed with an extremely strong gate, com- 
plete with portcullis. The late is always down 
and no entry is permitted. A winch for raising 
the porteullis is located in gatehouse 1. The 
room is bate except for a harel of water and 
twelve drinking mags hanging from hooks 
driven into the wall beside #. The walls are 
breached ere and thereby narrow arrow slits 





cetve defense. 











2. Southeast Gatshouse 
There aa guard on duty in gatehouse 2. 
Thanks to the arrow slits in the getebouse, he has 
anexcellent view ofthe extenor af the gate, The 
sguardsman is charged under penalty of death 
‘ith immediately teportiag to the captain. ix 
room 1S any attempt to approach the gate. He is 
extremely vigilant: Located in this room is @ 
Felease mechanism for the caste’ outer door 


Griffon Castle Roster 


ClassLevel AL Gear 

LN 205p, dagger 
LE 10 gp,ring(1 gp) 
LE pp. isp 





LN Lendep 
LN 2p. dagser 
LE 40sp35p 
IN 2s Sep 

LN Soap 

LN 10ep. ring 5p) 
IN Sgp 


LE 3 rubies (40 gp) 
LN isp. 30ep 


LN wosp 
LN Sap 
LE Sep, dagger 
LN isp 
IN Ite 
Le Sep 
LN 9ep 





LN 30sp, 10 gp 


Combat Bonus AC bp 
with sword 564 
with X-bow 56 21 
Sow 
1 with N-boww 56 
516 
1 with N-boww 516 
56 
1 with X-bow 516 
with sword 516 
1 with X-bow 316 
516 
516 
1 with N-boww 516 
1 with sword 516 





3. Tower Chamber 





1 spiral staircase near the south wall leads 
to another chamber above. There are wo 
large barels near the east wall. Beside the 
door is a weapons rack holding four spears, 





There is one guard on duty in this wom, The 
barrels hold ffesh water. the spiral stirs led 
to room 17 





4. Tower Chamber 





‘A cask rests on a stained plank table near 
the west all. A spiral stairecase near the 
south wall leads to an upper chamber, 





One guard is stationed in this room, 
to room 19, 


The case 





‘contains mead. The spiral stars ls 


5. Great Hall 





There is an immense fireplace wih 3 lime- 
stone mantle st into the west wal, large 
tapestry hangs over the fireplace. The hang- 
ings depict an odd sort of erature, part bird 
tnd part animal. A long, heavy oak table 
flanked by twa benches eccupies the center 
ofthe room. Large carved and padded chats 
fre placed atthe head and foot of the table 
‘secon! smaller tapestry with golden lion 
boldly woven into its background of blue 
flowers hangs from the east wall 

















into the wall behind the tapestry is a 
three-foot by tworloot wooden panel. The 
panel can be opened by pushing s stone 
pressure plat inthe floor just bel it 

A recest behind the panel holds a locked 
chest the key to which hangs on a silken cord 
round Aimar’ neck, Any attenapt 10 open the 
test without the key causes a taxi gas to be 
released; those within 10 fect must save 
The chest contains 20 gold plates, 20 gold 
goblets and 20 god cutlery sets worth a total 
‘F108 gp, 














‘weapon or fll unconscious for 3 tums. 


6. Kitehen 





The Kitchen i dominated by a big brick 
and tle oven set into the north wall. There 
tsa nude wooden hin on either sie of the 
stove. Shelves full of pots, pans, and sealed 
rocks line the other Walls. Dried vegeta- 
bles and herbs hang from the rafters. The 
airs heavy with the smell of sage, 











One bin is full of onions; the other contains 
1 collection of tuberous vegetables. The erocks 
Contain a variety of pickled meats, fruits, and 
vegetables 











7.Storeroom, 





Pile high against the wall of this citcular 
chamber are hundreds of small mealy 
bogs A dazen slabs of slated mutton bang 
fiom books in the ceiling. Three barrels 
cvcupy the center of the oom. The room is 
rood, floored, and panelled with tightly 
joined walnut boards 


1 Northeast Gatehouse 
Gatehouse 11 is empty except for the winch 
ser to rise the portcllis. 


12, Tower Chamber 





Spiral waive near the nonh wall lead os 
chamber above. A tall oaken cabinet 
stands against the east wall 











The mealy bags contain flour and grain 
(One hare! contains apples, one contains salt 
port and the other holds ir rations 


§. Barracks 





Tyenty narrow beds line the walls of this 
hut, Quarrel quivers hang on books behind 
cach bed 











Unless the alarm has been sounded, there are 
four guards asleep in this hut In this situation, 
suards are AC 10 and require 1 round to get 
thee swords, 

Under each bed is an oaken footlocker 
containing personal items such as spare boos, 
bresehes, flasks of mead, and spare parts for 
crossbows (string, triggers, bolt heals, et.) 
Each quiver on the wall holds 2-40 quarrels 
(light 








9, Tower Chamber 





T spiral waircase near the north wall of 
chamber leads 10 an upper level. 
Beside the staircase, set against the north 
wall, is a tall oaken cabinet. There are two 
arrls near the west wall 




















Unless the alarm has been sounded, there is 
‘one guard stationed inthis room. The barrels 
hold fresh water. The locked cabinct contains 
a fine suit of chain mail suitable for & buman 
fr half el), @ lance, a broadsword, anda 
‘Shield, The spiral stair ead to room 22, 


10, Northwest Gatehouse 
The north gate, lke its twin to the south, is 
quite strong, having its own portcallisin add 
fon to the gate itself The former is always 
down, and no entry is permitted here, either 
There is a guard on duty in gatehouse 10 
‘Thanks othe arrow slit in its alls, he bas an 
excellent view of the exten of the gate. Like 
the guardaman atthe south gate, he s charged 
under penalty of death with immediately 
reporting to the captain in room 1S any 
attempt to approach the gate. He, like his fel- 
low at the south gate, is extremely vigilant 
Locate in this room is a door release mecha- 





nism forthe castle's outer door, 


Unless the alarm has ben vounded, there ie 
fone guard on duty here. The cabinet is locked 
Ie holds @ weapons rack with brackets for 20 
heavy crossbows, Seven of the weapons are 
‘missing At the bottom ofthe cabinet ae four 
‘nen woaden boxes filled with heavy crossbow 
bolts 

The spiral stairs lead to room 24 


13, Stables and Traitor’ Gate 





‘Nine of the ten nao salle against the 
cast wall are occupied by horses, The fifth 
fall from the north is vacant, A dozen hig 
feed bags are stacked by the west wall. A 
pair of water buckets hang from the gate- 
post hy each stall 











Te nine horses are light war horses. A. care 
ful examination ofthe fifth stall reveals a bid 
den dorset into its ast all Just tothe Left of 
the door, one of the vericl hoards protrudes 
slightly from the others in the stall's wall 
Paling the hoard so that it swings our on & 
spring-ed hinge opens the door. Characters 
have the normal chance of lacting this door. 
Dwarves, elves, half elves, gnomes, and 
thieves gain an extra +1 if they are expressly 
looking fora secret door, 

Behind the hidden door is narrow passage 
running eastward four feet to a stone Wall, In 
the wall isthe outline of another dane. This 
door is four feet high and thre feet wide and 
hasan ion ring handle, Turning the ring causes 








the door to open inward, giving access ta the 
exterior ofthe castle, 





15. Captain's Office 








‘Arwide, but rather shor, bed occupies the 
northeast comer of this chamber, At the 
foot of the bed is big, iron-bound chest 
Flush agains the westem part ofthe south 
wall isa plan writing desk. There isa trap 
door with a heavy iron ring visible inthe 
Floor in the southeast comer ofthe cham 
ber 

















fo alarm has been sounded. there is a 
70% chance thatthe caplsin and one guard 
tare in the room. I they are aot present when 
the characters enter, roll 1d6 once every 10 
rounds while the party isin the room. On a 
roll of 1-3 the eapain and one guard return 
The captain of the guard is a nasty dwarf 
named Dram: AC 3. MV 9"; F6: hp 47; #AT 
1; D 4-11 (axe 1-8 +3); saves al +1; AL LE 
Dram wears plate armor and wields a two" 
handed axe. Hanging- from his belt area dag- 
er, an iron ring containing a set of keys to 
rooms 16 and 17 and the cabinet in room, 
find & pouch containing 10 gp, 

The locked chest holds 300 gp and the cap- 
tains persons! belongings 

Among the papers srewn across the desk is 3 
pay roster for the 20 menatarms guarding 
the caste, A single unlocked drawer in the 
dak contains ion rations, an empty wineskin, 
fnd a flask of brandy. At the back of the 
drawer isa leather sack holding two gold neck 
braces (30 gp each) and a silver cross of Duna- 
dor (20 sp). These stems are loot taken from 
the prisoners in the dungeon below 

The trap door lets onto # fight of steep 
stairs leading tothe dungeon. A single doer at 
the foot of the stairs is bolted from the out- 
side, Behind the door, a 20-faot by 20-foot 
tell contains the bodies of four dead humans 
clad in the tattered remnants of pilgrim's 
ober. One ofthe men seems to have died as a 
Fesult of one of more wounds, The others have 
tic of this. The four were the Prince's com- 
panions om his pilgrimage 














16. Armary (door locked) 





Ten narrow stalls om the east wall hold 10 
hoses. Thre ae twa barrels and a stack of 
30 to 40 feed bags against the west wall 
Tivo large chests occupy the northivest cor 
ner af the stable 











‘One chest contains 20 light horse saddles. 
The other contains 40 diferent bridles and 
reins. AIL 10 horses ate light war hoses, 





This semicircular chamber houses an excel- 
lent armory. Weapons racks set in the walls 
hold spears pikes, 
fuisarmes, and halberds. There are two 
lange chests against the east wall, and a bar 
rel tet om either sie ofthe door, 














The wall racks hold 40 of each type of 
‘weapon, One chest holds 20 long bows, the 
ser holds 500 arows, The baerels hold poor 
‘quality inflammable ol 





Griffon Castle 





Griffon Castle: Upper Level 


Stairway access to this upper level is 
through the four ound toveer chambers, Spi- 
ral stairways from ground level chambers lead 
to open landings in the upper tower cham- 
bers. On the second level, the spiral tary in 
22, 19, and 17 continue upward, ending in 
trap doors inthe cilings that lead to parape 
om the turets above. Staircases in 18, 20 
and 25 also end in tap doors in the ce 
‘which give out on the wall parapets 
(Undisguised movement along the open-air 
parapets, day or night, is certain to attract the 
Bitention of the guards on top of the seven 
furrets, At night, crouching low behind the 
merlons and moving as quietly as possible 
fives the characters 8 70s chance of moving 
lindstected from one tower 10 another 
(Thieves have a 95% chance of accomplishing 
this feat) any character's movements are 
detected by a guard, there isa 50% chance 
thatthe guard sounds the alarm bella is sta 
tion, A percentage roll of $1 or higher means 
that the guard assumes the sound was insig 
nificant and ignores it 

‘As previously noted, « genera alarm mobi 
lizes all castle occupants in an organized 
search forthe intruder. (See encounter 26 for 
the special role of the gion.) 





























n. 





fower Chamber (Guardhouse) 





[A spiral staircase near the south wall leads 
lo a trap door in the ceiling. A table sur 
Jounded by four chairs occupies the centr 
ofthe room. There isa small cask and four 
Jtoneware mugs om the table. Twenty 
spiked poles with yeshaped heads at one 
Jed are ct in racks fixed tothe walls. The 
feast -wall contains a fireplace of rough 
Ficlstone. 














This chamber isa way station forthe guards 
mounting wall patrols. The cask bold a few 
quarts of cheap mead. The staircase leads 

to room 3 and wp to the parapet atop 





18. Aimar's Sanctuary 
‘The door to this room is locke 





Tefore the fire, An omately-carved walnut 
desk and chair are positioned against the 
orth wall. Against the east wall i small 
slas-doored walnut hookease 














The walls ofthis well-appointed chamber 
tare decorated with fine tapestries depicting 
heroie battles waged by noble knights 
fgeinst horn-helmed harbarians. The 
golden lion coat-of-arms is displayed 
prominently in all the hangings. In the 
Tiddle ofthe west wal, there i an elabo- 
rate Greplace and hearth topped by a finely 
Areesed sone mantle. An armchair, pbol- 
ered in bottlegreen cut velvet place 











Atop the mantle are & pair of black candles 
fin gold candlesticks (40 gp each). An omate 
sctof fireplace tools standin a smal hi north 
of the hearth. The tool's handles aze made of 
finely chased silver filigree (200 sp total), 

The desk drawer holds waiting parchment 
and a gold lion seal for marking letters and 
documents, Fwo quill pens and an ine well are 
placed on top of the desk 

The hooketse holds hooks on a variety of 
sorcerous subjects. Except for one plain book 
‘with ao markings that i larger than the oth- 
tes, the hooks in the two-tiered bookease are 
quite mundane. This one unusual book is 
Teated atthe far right side ofthe top shel. I 
fs a likrum of gainful conjurations, Because of 
his evil alignment, Aimar has never been able 
treed it 

‘Any magic user or illusionist of neutral 
alignment who reads the librum gains enough 
experience points to put im at the midpoint 
ofthe next higher level. A complete reading 
fof the book requires @ characters undivided 
ftention for one fall week. Any non-neutal 








‘magic user or illusionist reading even ene line 
fof the book sustains 5-20 points of damage 
‘nd falls unconscious forthe same number of 
tums. Any magicasing vietims of the book 
must seek a ceri to atone in order to regain 
the ability to progress in experience, Without 
such alopement, the characir gains no fur 
ther experience points. Any non-magic user 
‘who penises the hook must save vs. spells to 
avoid insanity Insane characters must receive 





8 remove curse spell and rest for one month 
unless a cleric heals them, 


The Secret Room 
Located in the southem part of the room, 
bochind a tapestry near the east wall, is hide 
den door. Sheathed in painted plaster it can 
hardly he distinguished from the stonework in 
the walls, The door is opened by presting & 
pressure plate inthe floor nest to i, Behind 
the hidden door i a thee-sided recess geeu- 
pied by a large, locked chest containing 2,000 
fp. 5,000 sp, and 00 pp. Also inside the 
Chest sa small wooden bo containing a neck- 
lace set with a single sparkling gem ~ a fuck- 
stone. Itgives its wearer +1 on saving throws 
tnd throws to avoid traps and pitfalls; how- 
ever, the “luck” daesa't apply to bit and dam 
fge rolls. The stone does not work for 
chhracters of ei alignment, 

The librum, the Iickstone, and the treasure 
within this secret room were all wrested from 
the previous lord of Gritfon Castle 

















19, Tower Chamber 





‘A spiral staircase near the southern wall 
leads to a trap door in the ceiling. The 
westem part ofthe chamber is taken up by 
2 fire pit, over which hangs an iron caul 
‘doa. There are four barels grouped in the 
northeast commer 











The cauldron is used 49 boil the oil con 
tained in the barrels. The hot oil is then 
dumped down the castle's battlements onto 
the heads ofits attackers. 

The spiral staircase leads down to room 4 
and up to the parapet atop the turret. 


20, West Tower Antechamber 








J sisiease leads to 0 trap door inthe ec 
ing of the western part of this semicircular 
‘chamber. Set inthe east wall of the cam- 
ber is a heavy door, Nanked on ither side 
by a guard in scale mail, equipped with a 
sword and shield, 











The pair of guards ix assigned to secure the 
prisoner in room 21. They have strict orders 
not to leave thei posts for any reason. If a 
reloe breaks out, ene of the guards ties 
getup the stir to sound the alam bell on the 
‘open parapets of the ture 


21, Prison Chamber 
This chamber door is bolted from outside 





A figure dressed in a fly pilgrims robe 
lis ona smal eo inthe northeatt comer af 
this sparsely-fumished chamber, There is 
fireplace in the middle of the east wall, A 
simple writing desk and chair oceupy the 
scvuth wall 











The reclining figure is Prince Edmund. 
Gaunt and haggard fom his recent ordeal 
the royal heir ss arly conscious. The party 
‘ean confirm the prince's identity by compar 
ing his features to those inthe portrait of im 
that they carry. Aeure light wounds spell or an 
application of bealing potion or eintment gets 
the prince om his feet, but he woo't be able to 
fight for some days, He is, however, able to 
keep up with the group during travel. The 
prince ts AC 1s MV 9": F2;_ bp 113); a0 
‘weapons, AL LG, When discovered, Edmund 
has only |p remaining. 

‘As soon as he ison his fet and aware of hit 
surroundings, the prince expresses the follow 
ing eancemns and comments in whatever onder 
seems appropriate 








Griffon Castle 








Who are you! Why are you here! Were 
vy sent by my thc 











Where are my loyal comrades! Are they 
safe! Pease tell me I bid you 

But why was I kidnapped! And why 
brought here! 





"The Royal Counc must know of what 
happened here. Aimar is a titer of 
there iso. doubt. Hut the poison goes 
further. [am sure. Perhaps all the way to 
my Uncle Edrin, who ha long coveted the 
throne. 





‘Stand a moment, friends. Let me get my 
loge under me. I has been such a strange 
time, alone here in the dark. And always 
that teresching in my ear. Like tome great 
bird trying to speak its hate of men. A. 
dream, pethaps, but even now my’ head Ie 
filled with that terible sound, 














Edmund's single buming desire. at the 
moment, isto retum to Dunthrane as soon as 
possible But, being young, inexperienced, and 
ina weakened state, he places his fate entirely 
in the hands of the characters, defering 10 
their decisions as to strategy and tacts. I his, 
‘opinion ix solicited, Edmund sides with 
characters who are of good alignment. 


22. Tower Chamber 





T spiral saircave near the northern wall of 
this room leads to a trap door inthe ceiling 
The south and east walls are lined with 
weapons racks containing spiked poles. A 
Fireplace is st into the west wall 





The stairs lead dawn to room 9 and up tothe 
parapet atop the ret 


23. Aimar’s Bedroom (door locked) 





A large four poster bed takes up the entire 
‘southeast corper of the room. Afirplace is 
fet into the middle ofthe east wall. Above 
the fireplace are shelves containing a lamp, 
fn hourglass, a set of tongs, and an inverted 
funnel, Inthe southeast corner stand a tal 
walnut wall cabinet. Fine tapestries adom 











all ofthe chambers walls, 





Heneath the bed is a fooilocker filled with 
hoor, spurs, leg braces and leagings. Some- 
where in this tangle of leather goods is a 
leather sack containing a pair of bracers of 
defense AC. 

The locked wall cabinet holds a dozen pair of 
sille and velvet pantaloons with matching 
doublers and a pate of royal blue tunics. The 








tunics are embroidered with the golden lin 
device. A small chest at the botiom of the 
cabinet contains 100 gp, 200 sp, and a roled 
‘op parciment encircled by a lack ribbon. The 
prchiment isa leter from Lond Erin to the 
Duke of Andevar exhorting the latter to "deal 
‘ith our friend, the pilgrim.” This i a coded 
reference to the kidnapping and killing of 
Prince Edaaund 

iden in the botom fem of the base of the 
tapestry on the south wall is a 14-inch metal 
tbe, Inside the tube is a wand of magic 
‘missiles with 12 charges. This items functions 
‘upto tice per round to deliver a 2-8 hp mais 
sile, Each missile needs three segments fo fire 
‘nd uses one charge. 








24, Tower Chamber 





Four narrow beds erowel the east wall of 


this room. A spouted barrel rests against 
the north wal 











There are no spiral stairs inthis room, just a 
hole leading down to the stairway helovs. At 
any one rime, ome to four servants (ACIO, MV 
9°: p 6 cach; AAT nil: AL N) are asleep here 
Greatly fearing the duke's wrath, the servants 
will do nothing to belp the party. 1 threat 
ened, they will feign ignorance about the cas- 
tle and all ts occupant 

Heneath the beds, the servants have hidden 
their few paltry possessions (1-20 ep per s 





25, East Tower Antechamber 





K staircase near the easier wall of this 
Semiciteular oom leads to 8 trap door in 
fhe ceiling. The room, faci ts bare A 
rather lange, brutish-looking_ individual 
Sands hefore a carved door in the west 
wall 











The room's occupant is Aimar’s bodyguard, 3 
huge halle named Lom (ACS: MV9"; Fos bp 
446: #AT I; DI-LO(bworhanded sword); SM; AL 
LE). Lom wears plate armor and «spiked helm 
Suck in his belt area dagwer and a footman's 
flail. Around his neki a coed from which i sus 
pended a pouch holding 1-10 pp and 2-20 gp. 
{Eom fights to the death to defend Aim, 

Any disturbances in this room attracts the 
attention of Aimar, who emerges from room 
21, within three rounds of hearing the sound of 
fighting, 








26. Aimar's Quarters 





A large fireplace and mantle dominate the 
‘west wall of this chamber. There are thre 

small statuettes atop the mantle. A low 
table, flanked by a pair of carved, leather 
upholstered chairs, is positioned infront of 

the fire. A crystal decanter filled with an 
amber liguid and two erystal goblets are 
arranged on the table. Against the north 
wall sa large bed covered in heavy furs. 
table topped by a small chest sits aginst the 
south Wall. In the southwest comer of the 
oom, 80 horizontal ars hang frm chains 
holed to the ceiling 

















Aimar did not enter the mice in room 25, he 
is in this room. The Duke of Andevar ix a 
fighterimagic user (ACI; MV 12": FIMU 65 
hp 40; #AT I: D3-10(sword +2); AL LE; $15, 
117, W 13, D 16, C 16, Ch 14), He wears @ 
black tunis embroidered with the golden lion 
device, bracers of defense AC 5, and a ring of 
1 (saves at +1) His Dexterity gives 
his two pluses on his armor class. In this 
situation. Aimar may use magic misile (tice, 
Shocking grasp, rav of enfeeblement, and, 1a 
‘esperatin, a irl, Aimar ses the fireball 
‘while in room 28, he retteats to room 21, (orto 
the open parapets) and launches the $6 fireball 
into room 28. Aimar will not ase the firball 
him or his companion, Riannon, are uninjured 
Aimar has two pet blood bawks who follow 
him to the attack. The blood hawks are (AC I 
MY 12°24"; HD U4: hp 7,7: #AT 3; D Lt 
41-6. ALN). The horizontal has in room 26 
fare perches fr these birds, 
A suggested by the two goblets. another 





protection 








person also occupies Aimars quarters — his 
mistress, Riannon. A half-elf magic userthict 
Riannon is (AC 7; MV 12" MU/T 3/4; hp 17 





#AT 2; D 25/25 (dagger +1); AL CE). On a 
Successful backstab, Riannon does double 
damage, She wears studded leather armor. 


Riannon has the use of three memorized spells: 
sleep, feather fll, nd inisbili 

Though quiie fond of the duke's wealth and 
povver, beautiful Riannon is too much the 
Iventuress to risk ber life for Aimar. Her main 
foal és survival and if Aimar i beaten and she 
is captured, she will quickly surrender and offer 
to join the party Tn this station. Riannon will, 
admit 19 being a thief, but will conceal her 
magicatser skills, She’ may even attempt to 
persuade the party that Aimar held her against 
her wishes, though Prince Edmund will 
maintain just the opposite. IF the characters try 
to win Rlannons trist her manner wil sften 
and she will start to behave in a friendly 
manner, even going so far as 10 show them 
‘Aimar treasure room (18) 











Ending the Adventure 





However, once outside the east tawer cham 
ber, Riannon will use a shil irdlike call to 
summon the griffon from on top ofthe north 
fast tier (24). To remove herself from the 
fction ‘once the griffon arrives, she uses 
feather fll from the wall, tums invisible and 
flces to the nearby woods to watch the fun, 
Her hope is, of course, that if the griffon 
destroys the party then she can return and 
make off with all of Aimar treasure. It the 
siistion becomes life-threatening to Ria 
fon, she wall abandon ehis plan and quit the 
ren entirely 

The chest on the table in room 26 holds 
1000 gp worth of precious gems and jewelry 
a gift ftom Aimar fo Riannon. The three stat 
tctes on the mantle are lions; one is gold and 
‘worth 100 gp: one is silver and worth 100 sp 
the third is bronze, The bronze lion is hollow 
snd contains a small leather pouch inside of 
which the characters will find a ruby worth 
200 gp 

The wall cabinet contains a suit of leather 
armor, 2 cloak and a hag holding a set of 
thieves tools. On the floor of the cabin, 
hidden under an old tune is Rianmon's spell 
boo 





The Griffon 

If the griffon (AC 3: MY 12/30 "; HD 7; 
bp 44; #AT 3; D 1-4/1-42-16; § L: AL N) 
does not attck at Riannon’s summons, it ie 
attracted by the sound and smell of the char 
fcten’ horses as they ty to leave the cate, 
fn attacks at tht time. The events inside the 
taste having disrupted the grilfon's regular 
feeding schedule, the heast is now hungry 
enough to do its own hunting. I attacks with 
‘termination in an effort to get atthe party's 
horses, but prefers a rurlets mount at all 
times, team isolate w horse, it breaks off te 
attack and starts t feast: i interrupted in te 
feast, it fights to the death. Ifthe character: 
dont use horses to leave the castle and itis 
not summoned by Risnnon, the griffon does 
not ape. 











With the defeat of Aimar and the treing of 
Prince Edmund, the evil designs of the Duke 
ff Andevar have been thwarted. It remains, 
however, forthe party to make its way safely 
buck to Dunthrane, They may retrace the way 
they came through Capel Tower and 
Montinelle, or they may ride south from 
Griffon Castle and then through Noren's 
Wood. In either ease, they mist stil reckon 
with the forces of Lord Edn 


Lord Edrin's Forces 


Lond Edrin's remaining forces include two 
groups of horsemen, one group of infantry 
fnd the assassin, Mendal Secord. By this time, 
Lord Edin, having bad no news of the fate of 
the prince, has sent most of his own men t0 

Andevar to make sure chat Edmund does not 
tum up apa, 

Ironically. as regent of Dunador, Edrn has 
also been forced 10 send some af his troops t2 
restore and guard Fontenmere Abbey. which 
twas s0 recently sacked by a group of hie men 
disguised as brigands, Edrin's forces in 
Andevar include: 





Group 1 
8 horsemen: AC 6; MV 12/24"; F3; hp 20 
cach; #AT 1; D 1-6 with lance: ALLN 


1 captain: AC 4; MV 12"/24"; Pa; hp 32; #AT 
TD 1-8 with sword: AL LE 





9 light horses: AC 7; MV 2. 
tach; #AT 0; ALN 


HD 25 bp 15 


All the horsemen wear gray tunics 
emblazoned with the black raven device. The 
troopers wear scale armor, but have no shields 

They carry swords at their sides. Each also 
cares 1-20 sp. The captain weats chain armar 
tudes a gold-trimmed gray tunic. He carnies @ 
shield, a sword, and 2-10 gp, 

The party encounters this group patrolling the 
road from the Three Leathers Ina through 
Montille to Capel Tower. They know of the 
events at Capel Tower and are aware of the 
party's presence in the region. Their express 
Purpose isto find and kil Edmund. The most 
likely spot for an encounter with these troops 
isat the Drake & Caste Inn 


Group 2 
Thi group is identical to the first group 
except that there are only five horsemen 
(instead of eight) and their eaptain. On a roll 
fof 1 or 2 on 1d6, this group is encountered 
patrolling the roads from the Three Feathers 
{nn past Fontenmere Abbey and thence 
northwest as far as the secret path through 
‘Noren's Wood. It will never be encountered on 
the secret path of inside Noren's Wood. Ifthe 
party dnes not encounter thie patrol futher 
hrth, then it docs meet the patrol at the 





0 


Three Feathers Inn 





Group 3 
10 foot soldiers: AC 5; MV 3"; F3; hp 18 eac: 
(AT 1; 1-8 with spear, AL LI 





1 captain: AC 4; MV 3°; Pa; hp 23; #AT 15D 
TES with sword; AL LE 


The infantrymen making up this pany are 
dressed in gray tunics emblazoned with the 
black raven device, Benesth their tunics they 
wear scale armor Each is armed with a sword 
and spear and caries a shield Each has 1-20, 
spon hie person. There ae two horses left at 
Fontenmere and two ofthe fighters pursue the 
group on horsehack if such action is 
Sppropriate othe encounter. 

Inthe improbable event tht the group tries to 
return the royal seal and scepter to 
Fontenmere, the captain tries to take them into 
his costo: 

Edrin's men have cleaned up the damage 
inflicted on the abbey by the brigands who 
sacked it. Two guards are now posted outside 
the abbey, one atthe north doar and one atthe 
south door. The captain and the rest of Bit 
troop are inside. The captain has set up a 
makeshift office in room 3 





The troop's ostensible purpose is to restore 
and guard the abbey. However, the captain has 
secret orders to hill Prince Edmund i he 
sould fall ito the soldiers’ hands. Hf 
prince is recognized, the captain orders his 
fen fo attack and fight to the death. Ifthe 
melee goes against Fan's men, the captain 
fends “one ofthe ment. ride for 
Feinforcements, IY Edmund is captured, the 
captain ills him 








“Mendal Secord, the Assassin 
“Mendal Secord has shadowed the party all the 
way from Capel Tower to Griffon Castle, 
moving along the river tack on horseback 
Having thus discovered Duke Aimar secret 
stronghold, Secor has established himself ina 
wooded hiding place and waited for events to 
unfold. IF he sees the party leave the castle 
without the prince, he contents himself with 
trlling it south. If the price is with the party 
however, Secord prepares to move against his 
royal victim as rapidly as possible. preferably 
helre the party reaches any of the main roads 
ot Andovae 

‘Secor has aleady laid a tentative plan forthe 
assassination. Using his ring of invisibility and 
his skill as an assassin, he tries to get ahead of 
the party and ambush the prince in some 
convenient wooded area, ‘dropping onto 
Edmund from a tree. If this plan can't be 
concluded successfully. he tres to attack the 
prince when the party makes camp for the 
night. 

Regardless of which plan he uses, Secord 











Ending the Adventure 





makes a suprise aack from the rear. If he 
Teaps a the prince in ambush, he does not have 
the heneft of his +4 to hit; however, he docs 
hhave a 30 percent chance of causing triple 
damage with his dagger +2 through two 
attacks in the same round. As soon as he 
attacks, the assassin slips off his ring and 
becomes visible. If hi, the prince most save ws. 
poison or die within 10 rounds, unless remedial 
‘measures ar taken to bind his wounds and deal 
‘with the poison fom Second's dagger blade. 
‘Secor sustains his attack until the prince shit 

If Secord attacks the prince while the group 
camps forthe night, he has a + 4 bonus t hit 
from the rear. However, he has & base chance 
of only 70 percent to get silent access to the 
prince. For every character on guard duty. 
Sccorl’s chance 1o move silently is lessened by 
15 percent. If Secor fails to mave silently, tll 
the characters on guard that they hear us 
ting inthe bushes ora snapping twig. As in the 
first scenario, Secord becomes Visible as s00n 
ashe attacks, 

To recap, Mendal Secord is human (AC 1: MV 
12S hp 31; #AT 2; D 3-6, 3-6 with dag 
#2; SA poison; AL LE). He wears bracers of 
defense AC 5, a cloak of provetion, and a ring 
‘of imvisibilty with no more than four changes 
left. He caries a short sword and & purse 
cmtaining 1-20 gp and 1-10 pp, 

Alter attacking Esnnund, Second ties to escape 
‘om font and reach his horse, which ix tethered 
‘within 200 feet of the attack site. If he i 
‘overtaken, Secord becomes invisible if his ring 
Still contains at least one charge, Otherwise, he 
Fights to the death 

If he escapes, the assassin returns to Dun 
thrane, believing that he has killed the prince 
There isa 6D percent chance that Second falls 
prey tothe worps if he travels trough Noren’s 
Wood on his way back to Dunthrane 


‘The Secret Path 











A few miles west of Griffon Castle and in 
plain sight of itis a narrow bridge over the 
Laine River. The bridge is part of an oll road, 
snow fallen into diuse, dat cuts through this 
forthwester parr af the province, Point out to 
the party tht this track scoms considerably less 
traveled than other roads in Andevar. Ten miles 
south of the river, the party comes to a huge 
boulder just east of the road. At this point, the 
rin road tums west. Behind this tock, and 
barely distinguishable amid the long grass that 
‘overgrows it sa narrows path weaving slightly 
Southeast. The path is wide enowgh for one 
horse allowing single-fle passage only. 


Noren's Wood 


Noren's Wood is home ta a band of 10 





vicious worgs, each (AC 6, MV 18%; HD 4+ 
4; hp 30, 26,25, 28, 21, 20, 20, 19, 17, 16; 
#AT 1; D248, S LAL NE). Cuenly the 
‘worgs are hunting small, cute animals in the 
southwest portion of the woods. If Mendal 

ecord attacks Edmund in this Yoret, he docs 
0 near the northem entrance. Then, f the 
fesassin escapes the party, he rides south 
through the wood, There is # 60 percent 
chance that he and the worgs mest neat the 
southern end of the secret pat, in which case 
‘Mendal Sccord automatically becomes lunch 

The party finds his incomplete moral remains 
near the southem edge of the wood. His 
‘weapons and all magical items except the ring 
of spell storing are gone. 

For the last 15 miles of the party's joumey 
through the wood, check tice to sce i they 
foo, are attacked by worgs. An encounter 
‘ecurs on a roll of ton 16 





Conclusion - 
If Edmund is Alive 


Once the party passes south of the Three 
Feathers In, it may automatically proceed to 
Dunthrane in softy. As the characters enter 
the fortified town, crowds gather around 
Edmund and the adventurers. Cris of joy and 
chants of "ail the kin.” fil the a 

When word of this event spreads tothe castle 
rounds, Hollen’ few retainers move quickly 
fo disarm Lord. Edrin's depleted foreet. 
Throughout the town Erin's black raven ban 
ners are replaced by the yellow banners ofthe 
Royal House of Dunthrane. At the castle gates. 
Hollend and the council greet Edmund with @ 
trumpet fanfare 

After a day of rest, Prince Edmund and 
Hollend hold aa audience with the party at 
which the adventurers learn that Lord Edin is 
fn ions and that Menal Secor (if he retumed 
to Dunthrane) has been charged with the 
rude of King Half If Secord is dead, the 
parry hears thatthe Inte Secord was the king's 
ssassin. Furthermore, a case is being made 
fgtinst Edrin for the marder of William 
Menote, Patriarch of Fonteamere. In the face 
of overwhelming evidence, it looks to Hollend 
like Edrin is well on his way to being 
shortened by a head. 

A the end af the audience. the party leams 
that the young prince wil be erowned king as 
soon as 2 new patriarch is eleted for Fonten- 

A grateful Edmund gives each character a 
reward of 2,000 gp and. proclaims a 
week of celebration in their honor, Each 
surviving adventurer is also made an honorary 
titizen of Dunador and # new yearly holiday 
to be called Liberation Day, is deersed in thei 
honor. If any of the party died in the ques 
Edmand asks the survivors to remain in Duna- 











u 


dor to provide the bards with material for use 
in songs honoring their memories. 

‘Of cours, the party must return the royal seal 
and scepter of Dunador Reward the party with 
an additonal 6,000 experience points (divided 
fqually) if they voluntarily’ return these 
treasured symbols. 


Conclusion 
If Edmund is Dead 





IE the group hears Edmund's body hack to 
Dunthrane, eliminate all fanfare and 
celebration from the previous scenario. In its 
place. terrible cries of anguish and wails of 
‘mourning fill the air as the dead prince is 
carried tothe castle gates. Hollend meets the 
characters. Taking them aside, be asks about 
{heir mission and how it comes that Edmund is 
dead. When satistied with the explanation, 
Hollen makes the following proposal, 





This may be the darkest hour in the 
history of Dunador. Ob that evil should 
triumph in spite ofall our efforts! A king, 
a pattarch, and now a pence, all dead at 
the hands ofthis evil lod, I fear now that 
‘were, indeed, lost, 

And yet, there may he one final chance 
to save the realm from this prince of vi 
Erin's forces are depleted. Some of his 
men are less than fathful 1 believe that 
thanks to you, he has but a handful of 
loyal men-at-arms at his side. IfT go forth 
now and publicly charge him with the 
murder of his noble kinsmen, he must 
answer. As heir to the throne, he cannot be 
tried by the laws of man. But he must 
ani to our gods 

The way it is done is this: I con 
challenge him to champion combat, and 
belore the people he would would have to 
accept the challenge. I know Edrin would 
not delegate this responsibility toa lesser 
man, for he isa knight well skilled in the 
Fighting arts. Ala. for this tak 1 am nov 
far too old, and there are no others here 
‘who could ushorse the villain. None, that 
is, save one of you, pethaps. 1 have 
already asked much of you in thie quest 
but now T appeal to you once more, Will 
cme of you take up arms again for ith, 
justice, and the people of Dunador! 
Though the fe be fesrkome and the trial 
to the death, will one of you be our cham= 
pion” 























IF the characters refuse Hollend's ape, he 
bide them a repretfl farewell. The adventure is 
then over. The characters leave, however, in 
certsin knowledge that Dunador is left to the 
mercy of the evil Lond Edrin. In keeping with 







Such an unchivalrous action, the churlish 
characters receive no reward of any sont 
money, honors, or hms experince points), 

Ti, on the other band, the characters accept 
Hollen’ appeal, the king's advisor forces the 
{issue with Lord Edin. The Royal Council sends 
triers throughout Dunthrane to issue Hollend’s 
challenge and charges. In a mater of hours, 
both charges and the challeage are echoed by 
hundreds of voices throughout Dunthrane. 

In the face of overwhelming pressure, Lord 
Erin accepts Hollens challenge, The contest 
fg set for the following day and takes the form 
Of joust to the death in the combat field next 
to Danthrane Castle, 





Choosing a Champion 
ity be hat there is one character who ithe 
cious champion If not, you can help he 
players choose champion’ by having them 
Ew lots Afr sting the spre ger 
files tairclns deste hee the lige 
Toole, The payer who dew the shortest 
stk isthe champion 

Aer the champion is chosen, Hollend and he 
Pini anno, anda medium war bese (AC 7 
AiV 18", Hb 22 p IM, #AT 0:8 LG AL N) 
thom. Hollend aks the character fo bear the 
sci colo of Dunador ight lve Dunadoian 
tourna Geldof emery selon). Mara nts 
of the characters austen! in amor elas 


Lord Edrin 


Lord Erin takes the field in black plate armor 
His shield bears the black raven insignia against a 
field of light way. A gold raven encircled by the 
silver crown ofthe regent of Dunador is fixed atop 
his black helmet. Lord Edrin is (AC 2; MV 
12/18"; E6: hp 44; HAT 1: D 2-7 with lance, 1-8 
with sword: AL LE: $15,116. W 12, D 14, € 16, 
(CHE 13). He rides a medium war horse (AC 7: MV 
18"; HD 242; hp 17; #AT 3: D L-6/1-611-3; § L: 
ALN). He cares a sheathed long sword at bis 
side, 

















Rules for the Joust 


Use the same jousting rules described for the 

Barbarian’ Bridge cacounter. Each combatant is 
allowed nly two weapons in this contest a lance 
tnd one other. The joust sto the death, 

IF the character des at the hands of Lord Edin, 
all other characters can leave Dunador in safety 
faking the body of their fallen companion with 
them. But they leave without honors or reward 


1 Lord Edin is slain,» great ery of joy and 
cexuliation rises from the crow All the fanfare 
cutlined earlier takes place. Despite their 
sorrow over Prince Edmund's death, the people 
fof Dunthrane rejoice that justice has been done 
The adventurers receive their rewards and the 
adventurer champion receives and additional 
1.500 experience points for individual merit. 





Ending the Adventure 


After much celebrating. the council announces 
that Hollend has been lected regent of 
Dunader. ‘The new regent then publicly 
scknowledges the great service the adventurers 
have done Dunador and anounces that he will 
‘manage the realm until Edmund's 14 year-old, 
female cousin returns from a convent in the 
‘west This young cousin, Valenra, will become 
the frst queen of Dunador, 





Pre-Rolled Player Characters 


Bromley Falco 

A talento iusonis- Bit, this ome wear 
ether mer unl cag 1 dt age 
feather fling. He knows two a¢level pelt 
Ist ene sal be gar any) oo 2 
teed 








Astrid Fyn 
This human clrie wears chain mail and cartes 
f shield, ‘She also bas a mace +1 and a 
‘quarterstat She caries a potion of ealing and 
3 potion of invisibility. She knows two Istlevel 
spells and to 2¢-level spells, 


Cameron Gaunt 


This human ranger wears chain mail and caries 
4 $hield) He also uses a longsword +1. 3 
‘composite bow with 20 arrows +1, a spear, and a 
fall 


Horses 

Tn this outdoor adventure, mounted travel 
essential. All the characters outlined on this page 
have light warhorses. Let the players roll hit 
points for thei awn horses, 


6 light wathorses (AC 7; MV 24"; HDD 2 
DIAIA:SLALN, 


an 2 


Bromley Falco is unusually lage for a gnome 
and so is able to manage a light horse with 
appropriate saddle modifications. This character 
cannot ride a large mount. 








Owen Glendower 
Owen is a halFlf fightercleric He wears 
ctuain mail i and earies a shield, along sword 
Iya flail a short bos, and a dagger. He also 
has a potion of extra healing. He knows fo 
Istlevel spells and twa 2e-level 





spells. 


Horsa Hengist 


This dwarf fighter wears plate mail and 
carries a hicld, He also has a battle axe +1, 8 
short ond, a crossbow, and «al 


Kersana Ringlo 

The elves rongi-nier wey fences af 
deftones AE 7 and hn a 42 Dextery boom 
bivig her AC 3 She cae 1 folpoev a 
Gagger +, and a wand of parayztin eh 7 
charges She knows tre ftdcvel pels and 
two dl level pl 














Character Race Sex AC MV Level bp AL Su Con Dex Int Wis Cha 
Bromley Faleo — G. 6 2 BT I LN os 1S 6 12 16 
Astnd 'yn u 49 G4 NG 1S oS 4 te 13 
Cameron Gaunt H. 39 Fe 31ocG le 17 1 1 2 1 
OwenGlenover HE M 3 2 FC3 24 CG Ie os oH 6B. 
HonaHengst = = «DOM? 069 BO 1G 1S 6 on 
KeraaRingo «= BOF $2 MUS 16 GN IS oe 17 7 











Map 9A: Griffon Castle 
(ground level) 


1 square 10 feet 
Spiral Stairs 
Well 


Ee Poveutts 


Trap Door in Flood 








Note: all spiral stairs lead upward 
to their respective tower rooms 
directly above (no trap doors). 


Map 9B: Griffon Castle 
(upper level) 


I square = 10 feet 





Spiral Stairs 


Well 


Walls are 40 feet high. 


Towers are 50 feet high, 


sach of the six towers and 
two gatchouses have open-air 
parapets above, All stairs and 
spiral stairs lead to trap doors and 
the parapets above. 


Note: 








































































































Traitor's Gate 






































Open-Air Wall 






























































Advagced 
Dungeon ragons’ 


Official Game Adventure 


Destiny of Kings 


Stephen Bourne 


When Treason Walks the Land... 


The kingdom of Dunador is in trouble. Since 
the king, Halfred of Dunthrane, was killed in a 
hunting accident, the land has hovered on the 
brink of civil war, Crown Prince Edmund, at 18 
only half-trained and quite unprepared to 
assume the throne, has yet to be crowned. Cur- 
rently he is on a pilgrimage to the holy shrine of 
Nevron in the province of Andevar. While the 
uncrowned king Is far from home, anarchy 
reigns in Dunador. 

Throughout the realm, plots are brewing and 
evil hands are eagerly clutching the sword of 
treason. Inevitably the focus of these intrigues 
Is in the troubled province of Andevar to the 
north. For it is here that the young Prince has 
journeyed and here that he must be crowned. 

In this dark hour Dunador has but one faith- 
ful servant: Hollend, chief adyisor to the old 
king. Painfully aware of all thats atstake, Hol- 
lend has sought the aid of a brave party of 
adventurers in a desperate bid to tip the scales. 
in favor of truth and justice. But, even as the 
party secretly enters Andevar, the forces of 
evil strike with blinding speed and ruthless 
determination. 
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